

TWO GOLD MEDALS! 

SEVER LIMBS AND 
CLEAVE SKULLS 

BARBARIA 

EAT RAW STEAI 
. . FOR BREAKFAS 

1 1 H AWKEYE 




COMPUNET 
REVEALED! 



Move over BROTHERS! ! ! Make way for ... 






V 



"This t» 

one of the most _ 
addictive arcade adventures 
I have ever played, the gameplay 
fabulous." 
Zzap Gold Medal. 

"Having been totally addicted to the 
original Super Mario Bros.. It Is no 
mean feat to say that I found 
the Glana Sisters as 
compulsive. 1 
C -f VG. 
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one famous 
double act stopped short, 
another begins, Headbutt* and 
demons, platforms and pits — all 
delivered with a glamour and style 
that neatly disguises the cunning 
tricks and Urn til 1*1 ng terrors 
of a couple of wild 

cats. 




A TERRIBLE 
TWOSOME WHO'LL 
STOP AT NOTHING TO SEND 
YOU OUT OF YOUR MIND 

CBM 64/128 - £9.99t, £11.99d 
Amstrad - £9.99t, £l4.99d 
Spectrum -£8.99t, +3 £11.99d 
Atari ST- £19.99d 
Amiga - £24.99d 
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ISSUE 40 JULY 1988 



OIMTEIMTS 



FAT FEATURES 



[ 



AMPLE AUGUST AMUSEMENTS 



_HtHE ZZAP! 

DEFINITIVE GUIDE TO . . 

Puzzle games are the first to go under 
scrutiny in number one of an irregular series 
of features 
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IMAMMOTH 

COMPUNETNESS 

The ZZAP! lads take a look behind the scenes 
at Compunet, and Jason Gold lists his recent 
CNET faves 
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AMIGA ACTION 

A heap of 16-bit lovelies to tempt you to 
trade in your joystick for a mouse 




CHUBBY COMPETITIONS 



[MAKE FRIENDS 

WITH AN AMIGA 

Win Commodore's mega-machine or tons of 
other goodies courtesy of Gordon Harwood 
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TAKE A WALK ON 

DARK SIDE 

A portable CD player and much music is up 
for grabs thanks to Incentive 



BARBARIAN II 

Palace bring you what could be the ultimate 
hack V slay game 

EZlIhawkeye 

Manic monster murdering mayhem from 
Thalam us 

KUdARK SIDE 

FREESCAPE returns in this marvellous 3D 
arcade adventure 



ROTUND REGULARS 



□ 



A change of management 

Ejunder the 
baud walk 

Crucial Croucher looks behind the software 
scenes for the last time 



ITHE WORD 

The all-new news page, where it's really hap- 
pening (at least it was the last time we 
looked) 

UJZZAP! RRAP 

Lloyd gets out his deckchair and his knotted 
hankie, and takes a relaxed look at this 
month's correspondence 
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ITHE HARLEQUIN 

Mr Quin discovers a temporal warp and 
takes a trip to the past where he meets old 
friends in the shape of TOWER OF DESPAIR, 
STARCROSS and MORDON'S QUEST. Oh, and 
then there's the Amiga version of LEGEND 
OF THE SWORD . . . 



E 



MANOEUVRES 

A review of, and tips for. QUESTRON II from 
our woman in the field, Philippa Irving 



E 



IPG'S TIPS 

Paul takes over the tips and brings hackers 
five pages of listings and maps 

fciJzZAP! CHALLENGE 

PG finds that planting a stuffed parrot on 
your shoulder and strapping a wooden leg 
on aren't the key to picaroon success in 
CYBERNOID 
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The victim of Ursa Minor society lists those 
who find his favour this month 

DIARY OF A GAME 

Walker talks technical about his wee baby 
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JTHE FUTURE OF THE 

SOFTWARE INDUSTRY 

Mel Croucher looks into the flames to see 
what will be happening in 1995 AD 

LiJ BOUNCY BUDGET 
BONANZA 

No Hoss or Little Joe, just reviews of software 
cheap lev 



We question the timelessness of the subjects 
of ZZAPI's adulation in Issue 15 



TOO 



IZZAP! CHARTS 

The definitive ranking of the apples of your 
eyes (and ears) 



IYUNINIY 

SCRUIVIMY RESULTS 

Glenys reveals the lucky winners who receive 
prizes in the ROCKET RANGER and IMPOSSI- 
BLE MISSION 2 competitions 



[PREVIEWS 

Brief glimpses of 4X4 OFF-ROAD RACING, 
THE EMPIRE STRIKES BACK, TYPHOON and 
SALAMANDER 
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System 


Format 


Price 


Spectrum 


Cassette 


£8.99 


Spectrum 


Disc 


£12.99 


CBM 64 


Cassette 


£9.99 


CBM 64 


Disc 


£14.99 


Amstrad 


Cassette 


£9.99 


Amstrad 


Disc 


£14.99 


Atari ST 


Disc 


£19.99 


IBM PC + Compatibles 


Disc 


£24.99 
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If you've been glancing through 
the pages of this month's Z2AP! , 
you II have noticed the absence 
of its longest serving member. 
Jaz. After 39 issues with us, he 
felt it was time to move on, and 
is currently engaged in freelance 
work in the software industry, 
some of which is for our chums 
'rV rivals at EMAP I'm sure you'll 
join us in wishing him well in his 
future career. 

So - this month's ZZAP! has 
been brought to you by Paul 
'why aye man' Glancey (who's 
now taken over the Tips) and 
myself, with some help from our 
irregular contributor, Paul 
Sumner. You can rest assured 
that that we won't let the quality 
slide - in fact, we've got plans for 
larger, more colourful and far 
more comprehensive Issues. You 
may notice one or two cosmetic 
cha noes in the next two or three 
months, which we hope you'll 
like - we're attempting to bring 
in more screenshots and even 
more in-depth reviews than 
we've already got. In this issue, 
there's an all-new information 
page ('The Word'), in which 
we re going to bring you a little 
more than just news - keep an 
eye on it . . In addition, there's 
a new Z2AP! Definitive Guide - 
an occasional feature designed 
to give a run-down of the great- 
est games around: turn to page 
54 for more information! Last 
but not least, the 22APBACK is 



GAMES REVIEWED 

AQUANAUT 

BARBARIAN II (GMt 

BEYOND THE ICE PALACE 

BRUCE LU/SM) 

CHUBBY GRISTLE! 
CRAZY PAVING 
DARK CASTlf 

dark side rs; 

DESOIATOR 

OCSTRUCT 

DREAM WARRIOR 

eVERV SECOND COUNTS 

THE FUNTSTONES 

THE GAMES - WINTER EDITION 

HAWKEYEfGMJ 



as 

14 

13 
B6 
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86 
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78 
29 
BS 
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73 
20 



now declared permanent : ZZAPl 
is just about old enough to take 
a retrospective view of the 
golden oldies to see exactly how 
they would really fare today. 

Next month, there are going 
to be even more changes for the 
better, including more features, 
a Harlequin with maps and a 
MEGA TIPS SPECIAL, (our friendly 
neighbourhood Geordie is beav- 

ering away at this very moment), 
In fact, the quality of Tips is 
improving all the time, with ace 
maps, helpful hints and plenty of 
POKEs Underneath the facelift 
the old ZZAP! remains, always 
striving to provide the most 
thorough and entertaining 
reviews, previews, letters and 
features. 

Well, that's about it for this 
month - if you've an opinion 
about anv part of the mag write 
in: even if your views aren t aired 
by Lloyd in the Rrap, we'll take 

them into consideration. Games- 
wise, it seems the Summer slump 
is on its way out - of the 33 games 
reviewed this month (excluding 
the Amiga round-up), there are 
TWO Gold Medals and one 
superb Sizzler. Read on . , . 



AS 



Gordon Houghton 



HERCULES 

HOPflNG MAD 

LEGEND OF THE SWORD 

MARAUDER 

METROPOLIS 

MORDON'S QUEST 

OOPS1 

POLTERGEIST 
QUESTRON U 
SHACKLED 
STARCftOSS 
STAR WARS OROIDS 
STREET FtGHTER 
SUPER TROLLEY 
TO HELL AND BACK 
TOWER OF DESPAIR 
VIXEN 
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ADVERTISERS INDEX 

BRITISH RAIL 
•YRJTE 

CASTLE COMPUTERS 

CINTRONKS LTD 

DATEL ELECTRONICS 

DO MARK 

E 4 \ SOFTWARE 

ELECTRONIC SERVICES 

GO' 4 

GRANDS LAM ENTERTAINMENTS 

HARWOODS 

HfWSON 

IMAGINE 

LOGOTRON 

LORIOELS 
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MELBOURNE HOUSE 
MrCROftOK 
MICROSNIPS 
MONTVUrtD 
NEBULAE 
OCEAN 
PALACE 
SDC 

SIUCA SHOP 

TECHNICAL DEVELOPMENTS 
THALAMUS 
TRUOGIC 
TRY8RIDGE 

US GOLD 

WORLDWIDE SOFTWARE 
WTSELECTRONICS 
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Mel Croucher s 



UNDER THE 

BAUD-WALK 



BAN COLLAR DAY (Neck de la 
Woods) 

A most mysterious phone call from that man of 
parts (many of them well-oiled) DAVID 
CROSSWELLER, who whispers to mc that after 
his French letter scam he intends to sell cold 
chapatlis In India. As it says in the song, 'It's my 
chapatli and I'll cry if I want to. 1 He has (ne grace 



lo call me a CD specialist, although he does 
pronounce It 'seedy'. Speaking ofchapattis, 
congratulations to the founder of Acorn, CHRIS 
CURRY He is planning to give away half a 
million Keyline Shopping Computers to yuppies 
and grannies, (pranntes?) to get everyone 
banking and shopping (bonkingO from home. 
PRESTEL once gave me a free modem plus a 
year's free subscription to ihe Net I gol the bill 



last month. Funny lhal! 

INDEPENDENCE DAY 
(Republic of Subjugatia) 

Namedrops are falling on my head. Will 
programmers olease stop forcing me to devote 
valuable Baud* walk space in translating your 
names? No? Very well then, here goes, 
beginning with ACTI VISION - OR-WHAT- 
EVER-OUR NAME -IS-THIS- WEEK s Galactic 
Invasion authors , . . Reichart von Wolfshield 
is German for 'this is a diagram of a pooper 
scooper\ and Kalsumi Tayoma is Japanese for 
'thanks a lot for wrestling my pussy'. The 
programmers of INFOGRAMES' Spidertronk 
are Francois Carofalo ( take your hands off my 
au pair girl') and Fabrice Decroix ('made of 
phlegm'). CRL's writer of Sophistry, Roderick 
Mrcarquar translates as I've seduced another 
Scotsman'. The authors of KONAMI's 
Salamander Are Zowie Scott ('whatever 
happened to David Steel?'* and Iggy Rock 
('Bananarama make me want to throw up 1 ). 
Finally, SYSTEM 3 programmer Mev Dink is a 
medical condition that can be cured by reading 
certain adult magazines. 

LEBANESE GOLD BUTTONS 
LEGALISED (County 
Tupperware, Ireland) 

There is no truth in the rumour that GRAND 
SLAM's Chubby Gristle is based on a certain 
well-known photograph featuring KEVIN 
TOMS, (cannot say the same of Ihe rumour thai 
there were no letters ofcomplaini about mem 
last month's Z2AP! Rrap. I sent several off to 
Mangram myself, just lo prove that the 
mysteriously draped box lurking in the comer of 
DAVID WAINRtGHT's office is an interactive 
arcade prototype. Will someone kindly bung this 
former Martech mercenary a few hundred grand 
so that he can make all our dreams come true? 

NIGHTOFTHE LONG KNIVES 
(Ludlow) 

A most bizarre letter arrives this morning from 
someone claiming to be the Editor of CRASH 
magazine. He ends the last paragraph with an 
unprecedented bout of honesty; and I quote, 
'Sorry for any convenience caused' (some sort 
of a toilet fetishist?) and signs himself DC 
Handy'. At first I suppose that he is a Detective 
Constable dragooned into the learn to find out 
why CRASH am/ZZAP! editors seem to 
vapouhse every other issue, never lo be seen 
again. I look him up in my data base and discover 
that he is none oiher than the famous negro 
pianist who wrote Sr. Louis Blues and is at least 
I OA years old: no. hang on, that's 'W.C 
Handy', the famous inventor of lavatory paper, 
lust a second , i . let me run him through my 
anagram code-cracker. Here we go: aha! 
Bluddvellt So that's who he is: none other than 
rhe unknown offspring of the Princess Royal and 
Captain Mark Phillips! Sorry, your Royal 
Highnesses, t never realised, and I too am truly 
sorry for any convenience caused. The anagram 
of DOMINIC HANDY proves your identity; it 
reads 'If MY DAD NO CHIN/ 

FESTIVAL OF DWARF 
WORRYING (Island of 
Gargantua) 

A wee word concerning COMPUTER DIAL, Ihe 
new play-by-phone fantasy RPG. The word is 
'dosh\ The prerecorded sequences are 
reasonably atmospheric, and the interaction of 
game play using a multiple choice dialling system 
is extremely clever, but an evening's play has 
already cost several kids over 50 quia) Anyone 
playing regularly for only half an hour a night* 
will be adding £l ( 026totheir parents' quarterly 
phone bill. You are allowed one guess as lo 
which word will spring lo the lips when ihls 
happens , , . 
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MIDSUMMER 
MASTERTRONICNESS 




Budget software buffs will be 
pleased to hear that Mastertronic 
nave a busy summer release 
schedule. As well as the games 
reviewed in this issue of ZZAP!, Mas- 
tertronic are planning to amuse their 
punters with Rogue (£1.99), a 
medieval arcade adventure; World 



Darts (£14.99), a conversion of the 
Arcadia coin-op with digitised 
graphics; Night Racer (£1 .99), a driv- 
ing game set in the forests of Europe 
and Transformers (£1.99), a re- 
release of the old Artivision title 
(which received 40% In ZZAPI Issue 
24) on the Ricochet label 



RE-RELEASE CITY (MAN) 



You're familiar with the saying, 
'Money for old rope' 7 Well, the soft- 
ware industry has a similar adage, 
which runs, 'Money for old games'. 
After their launch last month, Elite's 
Encore label have added Airwolf 
(which received an overall mark of 
88% way back in Issue 1 of ZZAP!) to 
the £1.99 range. 

Bigger news, though, is that Cas- 
cade have launched their own 
budget re-release label, called 
Gamebusters. The first release under 
their auspices is that golden oldie 
flight simulator, ACE which ZZAP! 
awarded 90% and a Sizzler rating 
back in December 1985. Next on the 
list is the ex-Nexus title Hades 



Nebula, a space shoot 'em up which 
ZZAP! received with less acclaim in 
Issue 28, when it was duly rated at 
55% overall. Gamebusters prices are 
set at £2.99 for cassette games and 
£4.99 for their disk counterparts. 

Gamebusters are not alone in 
releasing budget games on disk, 
though. Code Masters have decided 
to take the plunge and relaunch four 
of their Simulator range on disk at 
only £2.99. The games in question 
are BMX Simulator (83%, Issue 20), 
Grand Prix Simulator (59%, Issue 
ATV Simulator (42%, Issue 34), and 
Fruit Machine Simulator (18%. Issue 
35). 



EXPERTS LINK AMIGA, 
C64 AND PRINTERS 






0r c 



Do they? Well, whether they do or 
not, Bradford-based techies Trilogic 
(that's where we got the Expert link 
from) have added to their range a 
product that will immeasurably ease 
the turmoil of upgrading from a 64 
to an Amiga or PC, 

The Print Link, as the widget has 
been christened, allows Amiga or PC 
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fans to connect their new machine 
to a cheap Commodore serial printer 
via their old 64's parallel port, per* 
mitting the listings of your dreams 
to be dumped onto paper. As well as 
linking the two machines, the 64 acts 
as a rough and ready 64k printer buf- 
fer which would otherwise cost a 
hefty f 200. 

The Print Link comes in two mod* 
els. The cheaper of the two with the 
above specification, costs a mere 
f 34.99, but a more advanced model, 
the Print Link 18, comes with an 
extra interface to allow connections 
to be made with most parallel print- 
ers as well. 

Goodness me, what will they think 
of next? Interested parties can con- 
tact Trilogic on (0274)619115. 



AMIGA PRICE 
PLUMMETS 

After Commodore has fssued 
repeated denials of any such thing 
over recent months, a reliable source 
informs ZZAPI that the rumour 
regarding a price reduction for the 
Amiga is in fact true. By knocking the 
price of the Amiga down to £399, 
Commodore would be providing 
stiff competition for Atari's ST which 
was recently re-packaged and re- 
priced at the same £399. and so the 
16-bit upgrade market would no 
doubt start hotting up like a cup of 
Glenys' coffee. 'Yummy scrum/ to 
quote the redoubtable Ms Powell 



SOFTWARE PIRACY 




Ohnaawww . . . Notsoftwarepiracy again? Shut up at 
the back, that was merely a witty (witty?) title to go 
along with news from London-based Pirate Software, 
who have recently released five new titles for their 
budget range. 



According To Pirate's press release, 
55 Panzer Ts a fast-moving arcade 
game, set in a WW2 battlezone. 
Heroic S5 Lieutenant Karl Kesselring 
must divert the attentions of theRus- 
sian army from his Panzer regiment 
long enough for them to make a bid 
for freedom. Honour and heroism 
have obviously gone to his head, as 
Kesselnng eschews stealth and th* 
element of surprise, deciding instead 
to take on the whole Russian front 
line, 

Pirate Base is another shoot 'em 
up, this time set In space, where Base 
Tnree, an orbital constellation for* 
tress, has been hijacked by astral 
brigands. The player's job is to win 
the base back for the good guys and 
generally bring smiles to the lips of 
children throughout the gala *y 

Possibly even more violent than 
either of these two, though, is Voy- 
age, described as the 'arcade nuke 
'em-down' sequel to an earlier Pirate 
game. Operation Anona. After hav- 



ing rescued the Gem of Anoria in the 
original game, the player now has to 
return it to its home planet Unfortu- 
nately, the planet in question is sur- 
rounded by a fleet of hostile space 
cruisers who want to steal the jewel 
back- 
In case you missed it before, Oper- 
ation Anona is one of the two games 
available on Pirate's new Commo- 
dore 64 Value Pack. The other half of 
this compilation is KGB Agent, which 
puts the player in the role of Russian 
secret service operative, llya Gher- 
kinski, whose task is to outsmart Mad 
Martinov, 

Rolferboard, Pirate's final release 
of late, is another game to prove 
conclusively that skateboarding is 
back in fashion. It features 20 differ- 
ent skate courses over which Street 
Eddy has to compete to attain the 
ultimate accolade of Surf City King 
of the year 

All titles are available for £1 99, 
with disk copies selling for £4.99, 



LEADERBOARD 

COURSE 
FISHING? 



Golfing fans with an incredibly short 
span of attention will more than 
likely have exhausted the pos- 
sibilities offered by Leaderboard, 
Tournament courses. Executive 
Leaderboard, World Class Leader- 
board, and World Class Leaderboard 
'Famous Courses' Volume One 
(pause to catch breath). Well, weep 
no more, for Access and US Gold 
have brought out yet another set of 
courses, called (wart for it) World 
Class Leaderboard 'Famous Courses' 
Volume Two. The four famous 
courses chosen for digitising this 
time round are Dorado Beach, Sun- 
ningdale, Harbour Town and Pine 
Ridge, and these vast tracts of simu- 
lated fairway can be yours for just 
£9.99 on cassette and £14.99 ondisk. 



SUBLOGIC 

EUROPEAN 

VACATION 



What? Have SubLogic written a 
simulation based on a National Lam- 
poon film? Don't be silly, of course 
they haven't. 

What they have done, though, is 
release a scenery disk to go with their 
C64 products, Flight Simulator and 
Stealth Mission. When loaded in, this 
scenery disk lets pilots view the land- 
marks of Western Europe from the 
air 

The 'Southern Great Britain' sec- 
tion centres on London, where the 
player can fly over (or even, under) 
Tower Bridge and Westminster 
Bridge, past the Houses of Parlia- 
ment, the Tower of London, 
Westminster Abbey and Buckin- 
gham Palace, and maybe even into 
the River Thames. Also in the British 
section are Stonehenge, and south 
coast lighthouse beacons. 

Cluttering up the landscape of 
northern France are various Parisian 
structures, notably, the Eiffel Tower, 
ihe Arc de Triomphe. the Concorde 
Obelisk, the Louvre Museum, the 
Cathedral of Notre Dame, and the 
Seine. If you would rather fly from 
Helsinki to Frankfurt, that can be 
arranged, and If you forget to tower 
the landing gear, just keep going 
and you might well end up doing a 
Mathlas Rust and land just outs*de 
the Kremlin in Moscow. Cor. 



THAT'S 
CRUISIN' 

Powerplay, manufacturers of the 
Cruiser joysticks, are on the brink of 
adding a brace of new sticks to their 
range. The Cruiser Clear, at £12.99, 
boasts micro-switches all round, a 
steel shaft, a triple-setting tension 
ring to adjust the stick's sensitivity, a 
posey see-through case, and an 



auto-fire system activated simply by 
holding the fire button down. Their 
other product is basically a re-vamp- 
ing of the original Cruiser 'stick, 
which this time round has been given 
an inscrutable black case to replace 



the blues, whites and reds of the 
older model. The price for the new 
Cruiser is £9.99 and it, along with the 
Cruiser Clear, should be available in 
High Street stores by August. 



EUROMAX 
SCHIZO 
SHOCK!! 

After receiving numerous letters 
from confused joystick purchasers, 
ZZAPI have been in contact with 
peripheral merchants Euro max, to 
find out exactly why their joysticks 
have 2ipstick stamped on them 
instead of Euromax. Were sticks of 
inferior quality being passed off as 
part of the acclaimed Euromax 
range? Well, no, basically. According 
to Jim Jervis, Euromax's Managing 
Director, Euromax have some of 
their joysticks manufactured to their 
specifications by Zlpstick, so, dear 
reader, if you should buy a Zipstick 
joystick in a Euromax box, you can be 
assured that it is as genuine as Gor- 
don's interest in food. Good news 
indeed. 

— 

MARTIN 
GALWAY 

GOES 
SENSIBLE 

Chris Yates and Jon Hare, the Sensi- 
ble Software chums who brought 
your 64 such delights as Oh Nof r 
SEUCK, and the forthcoming Sen- 
siSoccer (a working title), have now 
welcomed a third member to their 
world-beating team. He is none 
other than top music programmer 
Martin Galway. responsible for such 
masterful melodies as the themes 
from Hypersports, Arkanoid, Miami 
Vice, and Game Over. Martin has 
already worked on two of Sensisoft's 
previous productions, providing ter- 
rific tunes for both Parallax and Wiz- 
ball, and it's hoped that this addition 
to the successful team can only lead 
to even more stunning releases from 
the Essex-based software house. 
Sensible'* other recent project is 




called Touchstone, the name of 
w;hich comes from Chris and Jon's 
nice but unrenowned rock band. The 
game itself is alleged to be an arcade 
adventure of greater size and depth 
than any other game of its type, and 
is to be released by Texas- (that's 
Texas in America) based software 
house, Origin, early next year. 

Horizons are indeed broadening 
for Chris, Jon, and now, Martin. Sen- 
sible are planning ventures into both 
the board-game and Yuppie toy (?) 
markets, which makes us wonder 
whether it's time they found a new 
name for their company. But then, 
what do we know . . . 7 mumble, 
mumble . . 
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KUEN FORCES WREAK HAVOC ON OUR PLANET. THE fARIH TORN AND BLASTED IN WHAT SEEMED THEflNAl WAX fUT ENOUGH SURVIVED 
JTO UPHOLD THS LAWS Of JUSTICE AMD RE WWf. NOW ONE MAN WW H« Wf ffftll Wttff WE Wf VINDICATOR, 
f ACROSS A TORTURED LANDSCAPE ABAINST INCREDIBLE ODW Hi WJT BATTLE THROUGH TO TH[ ENEMY STRONGHOLD. DOWN INTO MAIE 
>UKE CORRIDORS FlUiD WITH MUTATED GUARDIANS UNTIL HE REACHES THE INNER SANCTUM Of THE DARK OVERtORD TO STRIKE THE 
1FINAL BtOW OF RETRIBUTION. 

BECOME THE VINDICATOR IN THIS MULTI-SECTIONED SAME Of SURVIVAL AS SJATE-Ct-THE-ART GRAPHICS TAKE YOU ON 
THE ADVENTURE Of A LIFETIME 

BEFORE ITS TOO LAW / IHCTW* 



ALSO AVAILASLI ON 

DISK 

AMSTRAD 



£7.95 £8.95 

COMMODORtl 




Beyond the Ice Palace there 
lies a mystical land caught 
up in a bitter battle between 
good and evil. Dark spirits are set- 
ting alight the forests, destroying 
the homes and livelihood of simple 
woodcutters. In desperation the 
ancient and wise spirits of the 
woods shoot a sacred arrow into 
the air Whoever finds it is bound 
to destroy the powers of darkness 
or die in the attempt . - . 

Running and lumping along a 
horizontally scrolling landscape of 
rocky caverns, moving platforms 
and precarious ladders, the cho- 
sen warrior attempts to penetrate 
the darker regions of his troubled 
land. Occasionally organic bout* 
ders block his path while walls 
raise themselves mysteriously 



003160 



9 f 




This has 
similarities to the 
excellent Ghosts 
V Goblins, and 
could be classed 
as the sequel to that coin-op 
conversion, Instead of a knight 
In shining armour, the hero of 
the tale looks more like a cross 
between He-Man and the lead 
singer of a Heavy Metal band, 
but the collection and use of 
swords, maces and axes is vir- 
tually identical to Ghosts 'n* 
GoblinSt as Is the general for* 
mat of the game. This seems 
like a good omen, and sure 
enough, it plays well. The 
graphics are good, but 
unspectacular, with little ani- 
mation, and a soundtrack is 
lacking, but the payability 
remains unaffected by this* 
The difficulty may deter some, 
but it increases the game's 
lasting Interest Immensely. 
Beyond The Ice Palace Isn't a 
perfect game, but It's still well 
worth a look. 




> Cameron shouldn't have walked under that ladder - there's some 
bad luck coming his way now 



behind him. Grotesquely shaped 
creatures emerge from the 
shadows: ghoulish monsters, 
gigantic caterpillars, zombies and 
butterflies bearing a deadly sting. 
Burly ogres hurl axes and fluttering 
insects belch out firebolts. Con- 
tact with any of these results in the 
immediate loss of one of nine lives. 
Weapons, varying in strength 




and ranging from knife to firebolt. 
can be collected on the way, They 
have individual effects on different 
aliens, some of which need to be 
shot several times. A ducking 
action gives the player extra 
mobility when dealing with par- 
ticularly persistent enemies. 

Two Spirits of the Forest 
accompany the warrior on the 
journey. When activated via the 



Let's face it, Beyond The Ice Palace Isn't much more 
original than an average platform game. But, and 
this Is a big but, It's very playable, which in the light 
of recent dull and unplayable software Is refreshing. 
The graphics are good, with a nicety drawn and ani- 
mated main sprite doing all the things that good heroes do, (ie 
beating up the baddies, and freeing beautiful dragons from 
ravening princesses, etc). My only slight moan is the difficulty 
level: time after time 1 found my man dying under the onslaughts 
of the ravening hordes, but patience - and a little luck - moved 
me further into the game. This factor may put many people off 

Playing, which is a shame because I feel that Beyond The Ice 
alace is worth the effort to master. 



> This particularly vicious dragon awaits the player at the end o! the first level 



Of the two Ghosts 
and Goblins 
clones this 
month. Beyond 
the Ice Palace Is 
certainly the better one. 
Graphics are swift and pretty, 
and the tune, though not 
totally suitable, is inoffensive 
In small doses. The game 
design, too, is nicely put 
together and there Is an 
encouraging feeling of labyrin- 
thine vastness to be explored. 
Where the game falls down, 
though, Is In the excessive 
level of difficulty. For instance, 
a set of three lifts early on in 
the game would be easily 
negotiated, were It not for the 
random appearance of an 
unavoidable bird, which 
swoops down on the 
helplessly immobile adven- 
turer, sending him crashing to 
his doom. This and other 
instances of excessive diffi- 
culty are Just frustrating and 
lose the game my undying 
affection. Still worth a look 
though, but probably a more 
worthy buy to those who 
finished 10 on their first game. 



keyboard they sacrifice them- 
selves in order to reduce the 
power ot the enemies currently on 
screen; some are weakened while 
others are completely destroyed. 
Extra spirits and bonus icons, 
which boost points, are scattered 
around the hostile land. 

A status display shows number 
of lives remaining, current score 
and number of spirits left. Should 
the hero succeed, the land to the 
north is saved; should he fail, there 
will be nothing but death, fire and 
destruction in the mystical king- 
dom beyond the legendary palace 
of ice. 



PRESENTATION 70% 

Large screen display, the inrtiaJ 
choice of three weapons and 
reasonable joystick control 

GRAPHICS 83% 

Colourful, vaned and smoothly 
scrolling backdrops com* 
piemenied by detailed sprites. 

SOUND 78% 

Polished throughout. 

HOOKABILITY 62% 

The difficulty level is an initial 
deterrent only rescued by the 
strong urge to progress 

LAST ABILITY 75% 

Once you've got over the frustra- 
tion of the action, it'll Keep you 
hooked. 

OVERALL 78% 

A playable and polished Ghosts 
'n' Goblins variant only marred 
by its high frustration level 
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BARBARIAN II 
THE DUNGEOO 

Palace Software, £9.99 cassette, £14.99 disk f joystick only 
^Palace's sequel to the classic sword and sorcery hack-'em-up 




A I the end of Barbarian -The 
UltimateWarrior, the barba- 
rian rescued Princess 
Mariana from the clutches of the 
evit Drax P having slaughtered 
hordes of accomplished warriors. 
Much merry ment followed. Drax, 
however, escaped the barbarian's 
vengeance, and fled lo the 



The original Barbarian was 
renowned for Its gore, but 
Barbarian II Is even more hor- 
rific! The simple one-on-one 
fight format has given way to a 
game featuring some hideous 
creatures that do the most foul 
and disgusting things to our 
heroes. The pit monster, for 
example! regurgitates war- 
riors' skulls having dragged 
their owners, kicking furiously, 
Into Its gargantuan Jaws to 
crunch within its dark hollow. 
All this blood-curdling action 
is depicted in the form of some 
beautifully defined and realis- 
tically animated sprites 
cavorting about against 
extremely atmospheric back* 
drops. The Barbarian himself 
looks thoroughly convincing, 
muscles flexing with every 
swing of his axe. The sound is 
of a similarly high standard, 
with a wealth of hacking, thud- 
ding and crunching spot 
effects (the Dungeon Master's 
laugh is particularly impres- 
sive). It's easy to get Involved 
In the violent gamoplay due to 
the amazing characterisation 
of the various nasties. On more 
than one occasion I've found 
myself shouting at a monster, 
blaming him for my current 
position! If you're into a bit of 
binary bloodshed, I can 
wholeheartedly recommend 
shelling out for Barbanan It, 
Now, Where's my battle 
axe . ■ . 



deepest depths of the dungeons 
beneath his black castle, vowing 
to avenge himself against the 
entire Jewelled Kingdom - and 
end a personal vendetta with the 
barbarian and Mariana. 

There Is only one way to stop 
Drax. Both heroic characters - 
each an expert sword bearer - 
must travel to Drax's lair and put 
an end to the sorceror's plans. 
Only they are skilled enough to 
survive the treacherous journey 
and the terrors of his den. Their 
quest takes them through volcanic 
wastelands and underground 
caverns to the dungeons of the 
castle and the inner sanctum of 
Drax himself. 

You are given the choice of play- 
tng Princess Mariana or the famed 
barbarian. Both carry formidable 
weapons; the warrior wields a 
mighty battle axe, and the prin- 
cess swings a finely-honed sword. 
Both are capable of a variety of 
offensive and defensive moves. 
Injuries reduce energy, displayed 
in the top right-hand comer of the 
screen. When this drops to zero, 
one of five lives is lost. 

Each of the four levels is popu- 
lated by a series of grisly 
monsters. Saurian beasts. Nean- 
derthal men, apes and mutant 
chickens in The Wastelands give 
way to Slabbers and Floaters, 
ores, giant grubs, pit things and 
ray-shooting eyes in the later 
stages. Battles with a huge tenta- 
cled mutant and an aggressive red 
demon are a prelude to the final 
confrontation whh the evil Drax 
himsetf. Calculatedly well-placed 
strokes reduce their energy to zero 
though some monsters can be 
despatched by a well-aimed head- 
severing blow 

Each level consists of a maze of 





A Pods of energy-sapping slime block the escape route from a pair 
ol hungry mandibles 



approximately 29* screens to be 
explored with the aid of a sword 
compass display at the bottom of 
the screen. Treacherous holes and 
pits can be avoided by jumping. 
Falling down into the abyss results 
in instant loss of life. 

Exploration is sometimes hatted 
by locked doors to which the 
appropriate keys must be found. 
Other objects give extra energy 
and resistance to attack, while the 
jewel and shield give protection 



against the Uvlng Idol and the 
Demon, The globe guards against 
the fatal effects of the spells Drax 
casts- Once collected, all objects 
are displayed at the bottom of the 
screen. 

Prepare for the epic quest 
ahead: hostile monsters and 
strange lands await you. Grip your 
trusty battle axe and steel yourself 
for some horrific action: only the 
barbarian and Princess Mariana 
can win the day . . . 



V Not even a ba/bflrisn's strength will allow him lo get through thai 
gate without a key 



ri /too /ia mutt 

O © © © o 




14 ZZAP! 64 August 1988 



Anyone that has any taste 
for binary violence In their 
blood wilt warm to the attri- 
butes of Barbarian II. Never has 
such a wealth of blood and 
guts been thrown across a 
monitor screen! The program- 
mer's imagination must have 
been wording overtime to 
create monsters of such a 
gruesome appearance, and 
the attention to graphical 
detail Is phenomenal. The 
players' characters are stun- 
ningly defined and animated, 
hacking their way through 
screens of equally Impressive 
enemies. All of the four levels 
are well-programmed and 
designed, each having Its own 
particular atmosphere. Barba- 
rian II is packed with humorous 
(W somewhat unsavoury) 
touches, such as the Saurian 
Beast that gulps the player's 
head, or the ten lac led pit- 
monster that drags the unwary 
warrior into its gaping jaws. It 
really brings out the worst In 
youl t must admit that when a 
creature's head Is removed 
wHh a swift chop, there's a 
good deal of satisfaction. If 
Barbarian appealed to your 
sicker nature, then Barbarian II 
is a must! 



The first game In this series was very well received and 
despite some controversy over the sexist Maria Whittacker 
packaging, was instantly recognised as the best beat-'em-up on 
the Commodore. The Dungeon Of Drax Is more than equal to its 
predecessor. Despite a reduction in the number of attacking 
moves, the exploration element makes it much more playable 
than the original. The graphics are on the blocky side, but colour- 
ful, atmospheric and well defined, and some great animation 
gives a very pleasing overall visual effect The sound effects, too, 
are top quality, using the same type of sample-like sound heard 
In Palace's Cauldron II and The Ultimate Warrior. Anyone who 
enjoys beat-'em-ups of any style will love Barbarian II and can be 
assured of money well spent. It's even better than Barbarian I. 



A This monster doesn't tolerate 
roots - one wrong move and he'll 
btte your heed off! 





The fat eunuch b set for a spot of 
GBH white some unhealthy- 
looking prisoner* spectale 



PRESENTATION 91% 

Clear screen layout, responsive 
controls and choice ol character . 

GRAPHICS 95% 

Well defined and animated, with 
both horrific and humorous 
sequences, 

SOUND 92% 

Realistic and amusing effects 
generate a very compelling 
atmosphere. 

HOOKABILITY 96% 

Violent action mixed with explo- 
ration elements prove 
immediately attractive. 

IASTABIUTY94% 

With four varied levels and 21 
enemies to face, hours of 
enthralling play are on offer. 

OVERALL 96% 

By far the best (and goriest) beat 
'em up and an excellent sequel 
to Barbarian. 
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OOPS! 



The Big Apple, £9.95 cassette, 
£14.95 disk, joystick only 



low can you refuse? You've 
VVbeen given the chance to 
■ ■ control a lone space lime 
control quadroid in a 32 screen 
arcade puzzle game. The ultimate 
aim is to collect eight glowing 
gravity pods scattered around the 
grid of pathways in the space time 
continuum, whilst avoiding evil 
meanies and treacherous tooting 
within the imposed time limit. 

Three lives are initially provided, 
although extra lives, time exten- 
sions and bonus points are all 
available by running over question 
marks etched on certain tiles. As 
with most games, this one has its 
fair share of mean V nasty villains; 
here an orange electron ball and 
Rimlords ceaselessly follow the 
player's every move. Hesitate too 
long, and blammo! 

The pathway itself is also 
dangerous, since some tiles crum- 



ble as the quadroid passes over 
them (any subsequent movement 
over such tiles causes them to col- 
lapse and hurl the player into the 
atomic gravitational void). Others 
disappear and reappear at regular 
intervals, thus requiring careful 
timing to cross - missing these 
condemns you to a similarly termi- 
nal fate. 

In your defence is the ability to 
drop and remotely detonate a 
small explosive device, useful 
when being harassed by the nas- 
ties. Equally helpful are the matter 
transporter devices scattered 
around the screen: landing on one 
of these transports the quadroid 
onto a predetermined tile else- 
where. 

Once the eight pods have been 
collected, it's onto the next fun- 
fitled level. After every two have 
been completed, a bonus round 




A With three cracked tiles ready to break at the slightest strain, the 
future doesn't look promising for the hapless Quadroid 

▼ Cameron's obviously been practising - this is the third screen of OOPS! 




I can assure you that Oops! wasn't the first word that 
sprang to mind in my early attempts at the game; 
suffice to say that it's unrepeatable In a family 
magazine, (Is this a family magazine? - Ed) although 
It did consist of four letters. However, after much 
patient play I found ft to be a challenging and (on the whole) 
pleasantly frustrating game. Graphically it's good, the only real 
pain in the bot being the eye-boggling backdrop, which scrolls 
around whilst the foreground remains stationary. This causes 
severe eye strain, and does nothing to aid concentration, Despite 
that small moan, Oops! is a competent arcade strategy game, 
and I hope to see more of The Big Apple's software in the near 
future. 



appears: this hasn't got any 
meanies but has a low time limit 
which gives you the chance to col- 
lect a much needed bonus - but 
only if you're quick! 




Though this 
doesn't rank 
alongside the 
great Commo- 
dore puzzle 
games, it's still very compel- 
ling. The action Is simply a 
matter of learning patterns - 
there's no random element to 
make things any more difficult 

- but even so it's very mortsh 
because of the points-for- 
time-remaining scoring sys- 
tem. Graphically and sonically 
it's nothing special: the col- 
ours are an odd mixture of 
garish shades and the effects 
are pretty nondescript How- 
ever, when it comes to gamep- 
lay you can't put your joystick 
down; you make just enough 
progress each game to get you 
tearing your hair out and want- 
ing more. The only major ques- 
tion mark is against lastability 

- the levels are hard but they 
don't last forever; even so, 
take a look. 




Big Apple have 
certainly started 
their label on the 
right foot with 
OOPS!. Uke all 
the best puzzle games, this 
one doesn't look that special, 
but so many fast-moving hos- 
tile elements makes collecting 
Gravo-pods horribly frenetic 
and so play is very addictive. 
At first, the ruthlessness of the 
computer may be so frustrat- 
ing as to be demoralising, but 
Oops! is very much a pattern 
game so after a few goes the 
player quickly learns where 
the next Gravo-pod is going to 
appear, allowing fast and easy 
progress. The only irritating 
part of the game for me was 
the distracting background 
which constantly scrolls 
behind the grid - I'm sure that 
the gaudy colours and per- 
petual motion could induce 
eyestrain during concentrated 
sessions. Otherwise graphics 
and sound are competent 
enough not to detract from the 
overall aura of quality and if I 
were you I would definitely 
have a hunt on the software 
shelves for this. 



PRESENTATION 54% 

Adequate instructions, but it 
lacks a demo mode or two player 

facility. 

GRAPHICS 74% 

Large, brightly coloured sprites 
charge around a mind-boggling 
backdrop 

SOUND 68% 

Pleasant title tune coupled with 
functional sound effects. 

HOOKABILITY62% 

Initial frustration almost causes 
joystick destruction. 

LASTABILITY 79% 

Persistence reaps rich rewards, 
and many hours of puzzling 
action can be enjoyed. 

OVERALL 74% 

A challenging arcade strategy 
game that should appeal to 
many fans of the genre. 
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HAWKEYE 

Thalamus, £9.99 cassette, £12.99 disk, Joystick only 

•Defeat the Sk/yksis as cyborg warrior In the latest 
Thalamus production 



radiation plants. 

Now at last the SLF is complete. 
Its controlling computers are not 
considered fast enough to cope 
with the enemy environment, so 
the cyborg ts directed by remote 
control The warnor entrusted with 
this dangerous mission is known 
as Hawkeye. His Xamoxlan mind 
Is in total synchronisation with the 



The fifth Thalamus game Is by Mario Van Zoist, and this shows 
that great games, like Stavros Fasoulos', are often program- 
med by our European cousins. Although the idea itself Is fairly 
unoriginal, the story of the Xamoxlans is a very interesting one, 
and is superbly told by an animated head - text appears as the 
creature 'talks', and a relevant static picture appears for each 
page. Beautiful colour effects on the title screens lead into an 
equally attractive game, headed by two well-drawn hawk heads. 
A 'Hawkeye Control System Ready' message below the SLF 
nicely simulates the idea of the player having remote control over 
the warrior, before you begin hectic 'shoot and run' scrolling 
combat in the style of Green Beret (except, thankfully, easier!) The 
sprites are well animated and, H unspectacular, of above-aver- 
age definition quality. The parallax scrolling of the backgrounds 
Is very Impressive indeed. There's some well-written music to 
match the standard of the graphics Including a funky bonus 
screen piece, which is reminiscent of Hubbard's better sound- 
tracks. With free selection of four weapons (providing you've got 
ammo), some strategy needs to be developed to defeat the varied 
enemies with maximum efficiency, adding Interest to an already 
addictive game. Keep up to date with your Thalamus games 
collection and get hold of a copy of Hawkeye-you won't regret It 
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A civilisation that had 
reached perfection was 
destroyed by Skryksls. 
a devilish tribe ot Milky Way 
nomads. In the year ot Naron, an 
ancient hero, they invaded the 
planet Xamox and viciously mas* 
sacred its people (or security pur- 
poses. A few of the survivors went 
underground when the Skryksts 
started to build radiation plants 
which poisoned the atmosphere 
ana made it impossible to live on 
the planet surface. 

Driven by revenge, the survivors 
started to develop a synthetic 
hfeform, half robot, halt human, 
which was specially designed to 
break through the heavily guarded 
sectors that led to the infamous 





► Beneath the baleful gaze of the 
omniscient hawks. Hawkeye tnes 
to bee ome more of a man 



weapon displayed Hashes, then 
pushing left or right Ml the desired 
weapon's icon appears - alterna- 
tively, the function keys can be 
used. The first weapon option is a 
pistol, which has unlimited 
ammunition but lacks power. The 
other three weapons are more 
powerful, but have limited 
ammunition. The amount of bullets 
remaining is shown below the 
appropnate weapon Three lights 
go out (f there is no ammunition 
left. Further supplies can be 
picked up along the way, however, 
and ammunrtion is restored on 
completion of a level 

Different materials designed to 
improve the skills ot the SLF are 
scattered around the different 
environments. Once collected, 
these raw components allow you 
to create more cyborgs, thus 
increasing your supply of lives. 

To complete a level, all the puz- 
zle pieces scattered around each 
stage must be collected by guid- 
ing the SLF into contact with them. 
Two hawks at the top of the screen 
aid this process- the eyes of either 
head flash to indicate the direction 
in which you should head. The 
jumps necessary to collect the 
puzzle pieces and traverse levels 
are controllable - the length of a 
jump is dependent on how long the 
joystick is held left or right. 

► Arachnid attack! Blast that 
spider. Hawkeye! 
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► The Skryksis resort to gorilla 
tactics 



The first thing that strikes you about Hawkeye Is the amazing 
presentation, commencing with the stunningly animated 
alien face that details the mission. Thankfully the presentation ie 
backed up by a brilliant game, well up to Thalamus 1 high stan- 
dards. Hawkeye is instantly playable, engrossing the player with 
Its Impressive graphics and atmospheric sound. The Synthetic 
Life Form (SLF) sprite is superbly drawn! running and Jumping 
against colourful, smoothly scrolling parallax backdrops in his 
weapon-crammed utility underpants! The various drolds, 
demons and dinosaurs, each with their own personality, are also 
well-defined. The music adds a suitably futuristic atmosphere to 
the proceedings sounding quite hi-tech In Its execution. But Haw- 
keye's quality doesn't stop at the sound and graphics - within the 
glossy packaging lies an extremely playable and addictive 
arcade game. Even if you already have a great number of horizon- 
tally-scrolling shoot 'em ups In your software collection, Haw- 
keye Is definitely not to be missed. There are two brilliant Gold 

Medals this month: don't choose between them - save up for 
both! 





A jingle sounds when all the 
pieces have been collected, and 
the SLF is guided to the far right of 
tne level There are 12 levels to 
complete Delore the radiation 
plants can oe shut down ana 
Xamox is safe once more. 

H HawHOye s mission tails* the 
remote control SLF short circuits 
and cannot unload its energy to 
the next cyborg, with the result 
that the warrior Becomes mentally 
dead The mission ts crucial not 
only the future of Hawkeye but the 
history of his planet hangs in the 
balance He cannot afford to 
lose - . . 






Always one to enjoy a decent quality shoot 'em up, I was very 
pleased when Hawkeye made its way Into the office. It's an 
extremely polished and playable shoot-and-collect game, with 
more than Its fair share of Impressive graphical touches. The 
entire program Is shrink-wrapped In glossy presentation, featur- 
ing a film-like SF opening sequence and faultless In-game 
appearance. When H comes to the payability stakes, Hawkeye 
succeeds, in one respect, where other shoot am ups fall. A cer- 
tain amount of thought and attention must be applied to the basic 
game; which path to take over the platforms, whether or not to 
waste a weapon on a particular monster and other such prob- 
lems must be decided quickly and strategically. The extra 
weapons available add a frenetic quality to the game and give a 
feeling of immense power when an alien is blasted to smithe- 
reens! Overall, with so many disappointing shoot 'em ups being 
released, Hawkeye arrives as a welcome distraction from the 
standard 'steer the ship round the scenery' games. 



? Phew' The slow-witted stegasaurus continues its single minded 
search for vegetation, blissfully ignorant to Hawheyc's presence. 






^ A leather-winged mutant 

prepares to introduce our hero 
to the sting in its tail 



PRESENTATION 99% 

Amazing animated Xaroxlan. 
mix-e-load, practice mode, sec- 
ret level, attractive demo/title 
screen sequence and much 
more besides! 

GRAPHICS 94% 

Excellent use of colour through- 
out, smooth sprites and parallax 
backgrounds. 

SOUND 91% 

Some great musk; and approp- 
riate spot effects. 

MOOKABILITY 93% 

Opening sequences lead to 
Instantly playable platform/ 
shoot - em up actton 

INSTABILITY 94% 

12 puzzle- piece levels to com- 
plete with many weird creatures 
to defeat. 

OVERALL 96% 

An addictive and beautifully pre- 
sented shoot 'em up of the nigh* 
est calibre. 




The things people do to keep hold 
of their Young Persons Railcard. 




surprising when it only costs £15 and gives 16-23 year olds '/a off most rail travel for a whole year Pick up a leaflet for details. 

Young Persons Railcard. 
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YOUR SEARCH FOR THE ULTIMATE 



A bead of sweat gently strokes your 
brow. Fingers tortured with anticipation. 
Eyes riveted to the screen. Nothing can 
stop you now. The record score is one 
carefully aimed F16 missile away. Ready. 
Aim. Fire! 

Oh no! missed. 

If you live and breathe Personal Computers 
there's one event that shouldn't be missed. 
Personal Computer World has always been 
the target for people wanting to see the very 
best in leisure computing. But this year 



we've set our sights on making it even bigger 
and even better. 

lb reflect this new direction, we've also 
retitled the event 'The Personal Computer 
Show' and moved it to Earls Court, London's 
premier exhibition centre. 
Inside the specially allocated Leisure Hall 
will be assembled all the leading companies 
from the U.K. and overseas. Showcasing the 
most dynamic and exciting games software 
on the market. 

There's simply no better way of getting your 



hands on the very latest technology. Feel free 
to try the games yourself or to see how the 
experts perform live on the gigantic Pepsi 
video wall at the National Computer Games 
Championship. 

There will also be daily Personal Computer 
Conferences covering topics from small 
business to music, to help you get more from 
your computer, lb obtain more information 
about the conferences please call 
01-9485166. 

So if you think you've given the current batch 



TAKE THE PEPSI CHALLENGE WITH 



The Personal Computer Show is presented by Personal Computer World a VN.U. 






PERSONAL 
COMPUTER 

SHOW 

i4- 18 SEPTEMBER 191 

EARLS COURT LONDON 



IN ENTERTAINMENT ... END! 



of games your best shots, come to the 
Personal Computer Show and discover a new 
world of excitement. 

To attend on the public days (either 16th, 
17th or 18th September) just complete and 
return the coupon with a cheque/postal order 
for £3.00. lb make a credit card booking, 
telephone the Keith Prowse Personal 
Computer Show ticket office on 
01-741 9999. 




AT THE 



r 



Post *b: The Keith Prowse Personal Computer Show, 
Ticket Office, PO Box 2, London W6 OLQ ft 01-741 9999 

Please send me my ticket(s) to the Personal Computer Show 

No of Tickets 

Name_ 



Address. 



I ENCLOSE A CHEQUE/POSTAL ORDER FOR £ 

1Mb w -<ii «* to adatfM on Dm l«n md 150. Sntontar n tat ftp MfldwvtfY tor fa* mo 
BuWuvtstoi 

UnflH \Si #41 Ml b* ■llDMd »l th# tUMH tot, 



.(£3.00 per ticket) 



Bun* 

UlHtH] 



The Keith Prowse Personal Computer Show Ticket Office P0 Box 2 London W6 OLQ fel 01-741 9999 



publication. Organisers: Montbuild Ltd., 11 Manchester Square, London W1M 5AB. 



TRILOGIC 



BACK-UP AND TRANSFER PROGRAMS FROM 

DISK 10 TAPE ► TftPE TO DISK ► DISK 10 DISK ► TAPE TO TAPE. 



LAUNCH AHEAD! 

WITH THE NEW , 

TtOCKET POWERS 

fjXWfiyw cartridge i 

A INCU.I TDTNGl V.? 2R SOFTWARE #i 



NOW 

FASTER THAN'. 
WARP 25! 



INCLUDING V3.2R SOFTWARE 





ROCKET - 

A SUPER-FAS T DISK TURBO LOADEJL 

• LOADS INDEPENDENTLY OF THE 
CARTRIDGE 

• RELOAD ON AVERAGE BACK-UP IN 6 SECS. 

• LOADS ANY SIZE OF FILE. 



ONE FILE FORMAT 



AD 



MAIN FUNCTIONS. 

• FREEZES ALL PROGRAMS 

• CREATES A BACK 



REGARDLES OF 
LOADED FROM DISK OR TAPE 



PON 10 DISK OR TAPE 
WHETHER THE ORIGINAL WAS 



INDEPENDENT TESTS SHOW THE EXPERT TO HAVE 
THE MOST EFFECTIVE COMPACTOR SO YOU CAN SAVE 
MORE GAMES PER DISK AND HAVE FASTER 
RELOA DING 

SAVES A BACK UP IN ONE FILE 

EXPERT IS NOT NEEDED FOR RELOADING A BACKUP 

PROGRAMS RELOAD IN LESS THAN 10 SECONDS 
USING NEW ROCKET LOA DER 



• 10 DAY MONEY BACK 
GUARANTEE IF NOT 
100% SATISFIED 

• ALL ORDERS DESPATCHED PROMPTLY 
BY RECORDED DELIVERY 

• EXPRESS REGISTERED POST AND SAME 
DAYDESPATCH PLEASE ADD £1 95 

• PLEASE STATE DISK OR TAPE WHEN ORDERING 




— HOW TO ORDER 
by phone ^0274 691115 

OR FAX ► 0274 600150 




UTILITY FUNCTIONS 

• S PRITE SAVER A EDITOR WITH ANIMATOR' 



• INFINITE LIVES COMM 
JOYSTICK AUTOFIRE M 
AUTOFIRE JOYSTICKS 



MAND 
ODE - 



EVEN BETTER THAN 



JOYSTICK PORT SWAP 
THE SAME PORT 



YOUR BACK-UPS CAN USE 



* POWERFUL & PROFESSIO NAL 64k M.CODE MON ITOR. 

PRINTOUT HIRES A LORES SCREENS 

EXPERT EXPRESS - USE THE EXPERT AS A DISK 
TURBO LOADER. 



UPGRADABLE. 

OJylhe tXPIRT tcrno to coro^ *ofr*v» on** d HDf mjkrg 

-IVW^ b« vnote jr*j *n<w*A* - jttf ft* *t Ou- cwWW to 

W T< EXPIRE r*a* t«r to -Off** 

THE PROFESSIONALS CHOICE WIDELY 
USED BY LEADING SOFTWARE HOUSES 



If* £aPW ft t^Ny JCCl*fT*eO tw * pcvatnrvn lot 

Ct^KfTfi if It* 



Bran 



m*x<h mey to *3ftrt * 



WITH ACCESS OR VISA 



BY MAIL - SEND CHEQUE, 
POSTAL ORDER, PO GIRO, 
OR CASH IN REGISTERED 
LETTER, EUROCHEQUE, 
BANKERS DRAFT. > 



Trilogic Dept. ZZ , Unit 1 
253B New Works Road 
Low Moor, Bradford BD12 0QP 



L 



FXKJRT SALES OUH SPEGALrTY PLEASE ADD 11 CO ADDfTTONAL POSTAGE & SEND 
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EDUCATIONAL 



f-ixrwcode th* oowwv rnoftb* to cSped **iTi* 5^ 

OXfi It* tOr«. [Jus If* rrpjttUptf CflOV pift If* pnx«40f rrgntm 

oha «ra W tixj rju4****ibte code ate* fcarofrf cc+wt 

m «r4 bid & ui# Thei* we ha Id d«inj< & <toc*n4 to ftti 
CC*^AjW foitVTtanoY pus a" A&^m {(Yntrvrvj So trvt fOv c*"> * T <r 

THE UNIQUE EXPERT - THERE IS 



NOTHING QUITE LUCE IT. 



I r^v y JVtf to to***r*<ra tartidflw ioj find tfwl *Mt EaPERt 
LW> 3 HI* RFfltrg LAfrJ to 'taj Mt 4 J WAV *hd ft C^j™: 

t*to»e use "txi <to* c Up*, tnn Ufcft onN j r*w «conch bJt mwn it 
^t<i» **McotfiJe"i mal wt^i ^ W1 tme. H**(tx™*^ 

c™ [XPtHTERS WVl*OC A^VWtMf T»t EXPtfll ft lt» l*y t?vw 
^> »tfrt *Cr K^64 StoAJ >Oj not C» UIaMJ t^*f- J 
10 »^ (Of ftM iwe» W» 

THE EXPERT UTTUTY DISK V12 

"'/'Wi tran^ rutnes. ?b 00m tor pweW ira. (w ^0 cW tor 
fMllbM^ a SUPlfl COMPACTOR ^O^es *" LtPfRTCDfm 

r> jp^*>V r>jsjFAST HlE COPIER *««ir#GWiJf ATOA/fSw 

UPGRADES FOR EXISTING EXPERT 
OWNERS 
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MARAUDER 

Hewson, E9.99 cassette, £14.99 disk, joystick only 



In centuries past, the legendary 
Jewels of Cyzmandius were sto- 
len and buried beneath the 
planet Mergatron where they have 
remained until now. 

The automatic defences still 
function to this day, ready to 
spring into action against any 
potential intruder aiming to 
retrieve the Jewels. But you. Cap- 
tain CC Cobra, have made it your 
job to infiltrate the base on Mergat- 
ron and return the jewels to their 
rightful home. The Marauder 
battlecar is your transport, and its 
weapons and defences are all you 
can depend on. 

Steering your battlecar along 
the vertically push- scrolling scen- 
ery, the main means of attack is 
the laser cannon mounted on the 
top of your vehicle. Gun-emplace- 



ments, flying drones, elect ro- 
hoverers and defence beacons all 
fire at you and must be evaded, 
along with seeker missiles which 
home in on the Marauder craft. Alt 
on-screen enemies can be 
destroyed by activating a smart 
bomb with a push of the space bar, 
but only three of these are pro- 
vided, so discretion is needed. 

The tops of defence beacons 
constantly change between six 
colours, and the effect of destroy- 
ing a beacon depends on rts cur- 
rent colour. Extra smart bombs, 
lives and shields (invincibility for 
ten seconds) are all available, but 
so too are the toss of a life, confus- 
ing control reversal, and laser jam- 
ming {for a ten second period) - so 
fire with care! 

At the end of each level, the 



A A city full of deadly surprises prepares to unleash a few on the 
awesome battle car 

▼ Marauding we shall go . . 




Hewson have developed a good name for them- 
selves with a number of high quality releases, but 
they won't do their reputation many favours wtth 
Marauder. The rather tired vertically scrolling shoot 
'em up game style doesn't fit In with their reputation 
for Innovation. The only original features in Marauder are the 
defence beacons, and their colour-coded destruction result A 
high difficulty level (enemy missiles abound) is off-putting, but 
perseverance does reap rewards. The most attractive feature is 
Barry Leitch's in-game music, a slow melancholy tune with a 
pulsing bass line and thoughtful lead line. The title music and 
sound effects, by comparison, are below par, and are a big disap- 
pointment. I would maybe advise someone in the market for a 
shoot 'em up to take a look at this, but there are many better 
examples of the genre* 



defences fire all they can at you, 
and if you survive you are trans- 
ported to the next level, until the 
Jewels of Cyzymandius are yours. 





Waah! Marauder's 
very high diffi- 
culty level makes 
It one mean verti- 
cal scroller, and I 
had terrible trouble just get- 
ting to the end of the first level. 
Strangely enough* though, this 
made for quite an addictive 
and challenging game which 
had me coming back to the 
joystick more than a few times. 
Surprisingly for a Hewson 
game, this Isn't very highly 
polished graphically or soni- 
cally. The sprites are, with one 
or two exceptions, unimpres- 
sive, and I couldn't get on with 
the Barry Leftch soundtracks 
which accompany the title and 
high score displays. Definitely 
worth a look, but you won't be 
missing out on much if you 
can't spare the tenner. 




After all the 
classics which 
have been 
released under 
Hewson's 
auspices Marauder is a surpris- 
ing retrograde step. The 
graphics and presentation on 
the whole are rather unattrac- 
tive, and the high level of diffi- 
culty make the game hard to 
get Into. A few games are all It 
takes to discover the nuances 
of marauding, though, and 
Interest slowly swells. Some of 
the enemy attack sequences 
are very nicely done, particu- 
larly the air attack with its 
bouncing bomb, and the 
swerving homing missiles. 
However, such niceties have 
trouble making play attractive 
in the face of a slow rate of pro- 
gress through the levels, a 
consequence of the high 
demands the game puts on the 
player's reactions and shell- 
dodging skills. This overall 
toughness almost becomes 
discouraging, and I expect 
that it would put many players 
off the game after a while. 
Either that or the annoying 
warbling title screen tune. 



PRESENTATION 52% 

No options or title screen to 
speak of, 

GRAPHICS 54% 

Small squashed-up sprites and 
detailed but slightly dull back- 
grounds. 

SOUND 81% 

Brilliantly atmospheric in-game 
music but lime else to speak of. 

HOOKABI UTY 41% 

High difficulty and tired scenario 
are an instant turn off. 

LAST ABILITY 70% 

If you have the patience , there is 
some lasting interest to be had. 

OVERALL 66% 

A difficult but eventualfy playable 
shoot 'em up which slightly mars 
Hewson's excellent reputation 
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STREET FIGHTER 

GO!, £9,99 cassette, £14.99 disk, joystick only 



■ llegal street fights have become 
Ian international 'sport*, and 
I fighters from across the world 
are more than ready to take on any 
challenger. Ryu. a pugilist of 
Orient alorigin. has set himself the 
task of taking on the best fighters 
from five countries to become the 
world champion street fighter- 
Each contest is set against a 
horizontally scrolling background 
which contains the typically cos- 
mopolitan landmarks that deter- 
mine the opposing psychopath's 
country of origin. Both Ryu's own 
and his opponent's energy levels 
are displayed as horizontal bars, 
which are reduced in stature with 



every blow received. 

Being well versed in the art of 
beating people to a pulp, Ryu has 
an array of offensive punches and 
kicks at his disposal as well as 
dodging manoeuvres, all of which 
are accessed using joystick or 
joystick and fire button combina- 
tions. Each bout is timed and the 
loser is the first to have all the 
stuffing (or the energy) knocked 
out of him. If neither fighter is hori- 
zontal at the end of the time limit, 
the one with more energy is judged 
the winner. Even if Ryu loses one 
bout, he still has the chance of vic- 
tory, as the winner of the match 
has to be victorious in two rounds. 



At the end of each level, the 
player gets a chance to earn extra 
points in a bonuS level, which 



requires Ryu to smash through a 
pile of bricks. An energy bar oscil- 
lates rapidly between a maximum 




I've never actually played the arcade version 
of Street Fighter, and I can only really compare the 
Commodore conversion with the original on the 
basis of their graphics. Obviously they could never 
come close to the arcade's graphics, but GO! could 
haw done a much better job. Blocky ( Ill-defined sprites and few 
frames of animation hardly do justice to one of the nation's fav- 
ourite coin-ops of last year. A hit is shown as a black character 
square - not exactly state of the art! Joystick control Interferes 
with gameplay considerably; response is slow and waggling is 
needed to make any attacking move, let alone the one you 
wanted. I consider Street Fighter to be a great conversion licence 
wasted. Qo(l) elsewhere for beat 'em up thrills. 



After the great payability of GOl's Bionic Com- 
mando, I was quite looking forward to one of the 
kings of arcade beat 'em ups, Street Fighter. How- 
ever, though by no means a complete disaster, this 
release is the return of the bad arcade conversion. I 
gained only partial control of my badly drawn, badly animated 
on-screen counterpart, so progress through the enemies was 
slow to say the least I think M Joystick control and response time 
were tuned up, graphics could be Ignored and Street Fighter could 
become a very enjoyable game. If you're a big fan of the arcade 
version, you might like to consider buying this, but dont expect 
value for money. For the best unarmed combat game, play IK+, 
and if It's large fighters you want, then look at Bangkok Knights. 
There is a US conversion of Street Fighter which will probably be 
released, but until then at least, stt tight. 



▼ A pair of Martial Artist sprites fight over who Is the chunkiest 

— 1 m it : 





THE FLINTSTONES 

GRANDSLAM, £9.95 cassette, £14.95 disk, joystick or keys 



Fred Flintstone is not a happy 
man. This is the weekend on 
which the final of the Bed- 
rock Superbow) contest is being 
held. It's also the weekend that his 
mother-in-law is coming to stay, 
so Wilma insists that he paints the 
living room. Fred T s only nope is to 
paint the room as quickly as possi- 
ble, before the bowling alley 
closes. 

So, armed with paint brush 
(which, incidently. is a squirrel) and 
paint-pot he sets about his task. 
To confuse an already compli- 
cated situation. Fred is also baby- 
sitting his daughter Pebbles. She 
has an annoying habit of leaping 
out of her playpen and scribbling 
on the walls, usually on a patch 
that poor old Fred has just painted. 
The only course of action open to 




5 



The first Fllntstones game, Yabba Dabba Doo by 
Qulcksltva, had cartoon-like graphics similar to 
their TV equivalents, but suffered from tricky and 
uninteresting gameplay. The Fllntstones, Grand- 
slam's attempt at the licence, Is a marginally more 
enjoyable game but has much less impressive graphics. Poor 
sprites and feeble backgrounds coupled with a grating rendition 
of the Fllntstones theme tune create a bad impression, and frus- 
trating controls In the painting section do not enthrall The sub- 
games are dated - a paint and collect game In 887! - and the 
basic Tenth Frame bowling doesn't encourage the player to reach 
the final section. TV licences work rarely, if at all; The Flintstones 
certajnty doesn't 



quickly, the bowling alley closes 
and Fred loses another life. 

At the bowling alley, the serious 
business can begin. Spin and 
speed can be set prior to launch- 
ing the bowling-ball, as can Fred's 
starling position. The player gets 
two throws per turn (frame), unless 
he is a right lucky swine and gets a 



HI 



him is to grab his daughter and put 
her back in the pen. although this 
means that he drops the squirrel 
which begins merrily bounding 

▼ 'Tehee, Fred, yuh muss be slippin'l Yuh only hit one pinl 1 




around the room. Squirrel recap- 
tured, Fred can return to painting - 
until Pebbles escapes again. A 
time limit slowly ticks away. If the 
wall is not painted in time. Fred 
loses one of his four lives. 

With the living room redeco- 
rated, It's into the car and off to the 
bowling alley. As this is the Stone 
Age. road surfaces are pretty dire 
(they haven't improved much 
since) and the road is covered with 
rocks, tf Fred is driving like the 
proverbial bat out of hell and hits a 
bump, one of the wheels hurtles 
gracefully into the distance. If a 
replacement isn't found pretty 



Yabba Dabba 
Doo, it's the com- 
puter version of 
that Stone Age 
cartoon show, 
The Flintstones, All the regulars 
are here: Barney, his wife 
Wilma, Betty, and of course 
the long suffering hero him- 
self, Fred Flintstone. It strikes 
me that the programmer 
hasn't done his homework 
very well, as neither of the 
chunky heroes looks much like 
their TV peraonnae. The sound 
is good with a decent rendition 
of the theme tune, although 
this can be switched off If 
desired. The gameplay is a lit- 
tle difficult at first, due mainly 
to the slightly unresponsive 
control. But perseverance 
does reap some reward, 
though I personally found the 
game to be too difficult to war* 
rant extensive play. Take a 
look and see what you think. 



and minimum power level, and a 
press of the fire will smash a cer- 
tain number of bricks depending 
on where the bar was stopped. 

Two players can compete 
against each other in a preliminary 
battle, one taking the role of Ryu 
and the other becoming a martial 
artist going by the unlikely name of 
Ken. The winner of this bout is the 
one who then goes on to the street 
warriors, as in the single player 
option. 



PRESENTATION 36% 

Unnecessary additional loading 
and poor control response. 

GRAPHICS 48% 

Pleasant enough backgrounds 
but poor sprite definition and 
animation. 

SOUND 71% 

Several pacy but unremarkable 
tunes. 

HOOKABILITY 57% 

You may want to like this game 
but poor overall presentation 
make it impossible. 

INSTABILITY 37% 

Patience won't last long, and 
1 unbeatable move' syndrome is 
In evidence. 

OVERALL 36% 

An unfortunately poor conver- 
sion of a very well received 
arcade game. 



strike. Ten frames make a game 
and three games make a match. 
There is no time limit, so if Fred 
loses the match, he can still move 
onto the final section. 

On returning home, Fred dis- 
covers that Pebbles is missing, so 
he rushes to the rescue and finds 
her at the top of some scaffolding. 
If the time runs out whilst Fred is 
clambering around, another life is 
lost- When all his lives are used up, 
Barney rescues Pebbles and Fred 
is branded a failure. Ah well, that's 
life. 



DESOLATOR 



The evil and congenitatly 
nasty Kalros has kidnapped 
the entire infant population 
and imprisoned them in his dark 
castle. Mac, hero of the coin-op. 
Halls of Kalros, is called into 
Immediate action: his quest takes 
place over five multiloaded levels 
within the vertically scrolling for* 
tress. This stronghold comprises 
passages, chambers and walk- 
ways - alt of which are viewed from 
above. Gauntlet style. 

A charm has imprisoned the 
children in the many mirrors hang- 




ing from the castle walls. They are 
rescued and saved from a fate 
worse than death by punching the 
mirror panels and collecting the 
toddlers as they are released. Pro- 
gress is impeded by Kairos and his 
cronies: henchmen absorb energy 
on contact, fire men fire flame 
shots and swordsmen unleash a 
continuous volley of sharpened 
knives. Mac's dwindling energy Is 
shown by a bar at the top of the 
screen: should this level drain to 
zero, then - you've guessed it - 
big Mac becomes a feast for the 



The hero of this game must be a real 'ard man, 
because he starts his quest with no weapons. The 
only means of defence at his disposal are his own 
bare hands, with which he beats the hell out of all 
and sundry tn his seemingly eternal search for the 
Peters (Mary? Peters and Lee?). Graphically, Desolator Is pretty 
awful: chunky, garishly coloured blobs cripple around seemingly 
like-minded backdrops, Sound consists of an ear-grating tune 
that plays constantly: reaching for the volume button is highly 
recommended. The action is borlngly repetitive: punch a few 
baddies, collect the goodies lying around, hit a few more nasties, 
etc. To make things worse, our heroic warrior can very often walk 
through the meanies without sustaining any damage. Sorry, US 
Gold, I can't say that you have got a winner with Desolator . . . 




If a game featuring Blue Peters, telephones, dolls, 
pandas, castle sketches and a person called Mac 
whose alter ego is Machoman, Isn't odd, I'll eat my 
Walkman. In spite of such strange elements, 
though, Desolator almost manages to be a good 
game. Playabllity-wise, it's very competent, though at times the 
player is under-equipped to be coping with hordes of malevolent 
firemen and cats. Not that you can really tell they're firemen and 
cats, mind you, because the graphics do tend to leave a bit to the 
imagination. Once you work out what sprite is what, it's apparent 
that there's a fair bit of variety to the action, certainly enough to 
hold the player's Interest for several hours. It's just a pity that its 
superficial ugliness may discourage all but the most perseverant, 
and unless you're feeling particularly affluent, I would check out 
what else you can get for a tenner this month. 



worms. 

Initially, the hero has no armour 
and can only fight hand to hand; 
however, by punching rolling bar- 
rels and collecting bomb icons, he 
can improve his weapon power. 
Picking up nine infants temporarily 
transforms vulnerable Mac into his 
incredibly hard and rugged alter 
ego: the invulnerable Machoman. 
For a few brief moments he can 
march through the villain's castle 
without fear of harm and with his 
underpants on the Inside of his 
trousers - unlike some 
superheroes we could mention- 
Points are boosted by collecting 
a series of treasures scattered 
around the levels; these occasion- 
ally matenalise when certain icons 
are gained or landscape features 
destroyed. Points possessed on 
captunng these determine exactly 
how much Mac's score improves 
or the strength of enemy forces 
changes. At the end of each level, 
Mac encounters a particularly 
daunting set of enemies - these 
have to be killed before he can 
move on to the next. 



▼ Considering there aren't any roofs on any of the buildings, 
Desolator would seem to have passed this way alroady! 



PRESENTATION 40% 

An annoying delay between lives 
mars the otherwise competent 
presentation. 

GRAPHICS 60% 

Smooth scrolling but very little 
variety in the backdrops and 
sprites. 

SOUND 33% 

A horrible, whiny tune plays 
throughout 

HOOKABILITY 58% 

The action is very repetitive and 
unchallenging from the start: it 
you've played any of the other 
Gauntlet clones, this won't app- 
eal. 

INSTABILITY 43% 

Only live levels, which won't take 
too long to complete - if you can 
be bothered. 

OVERALL 41% 

A feeble and unchallenging con- 
version of Ihe co*n-op, 



PRESENTATION 45% 

Reasonably competent through- 
out 

GRAPHICS 41% 

Blocky but quite colourful 

SOUND 31% 

Slothful fenditton of the theme 
tune. 

HOOKABILITY 53% 

The unusual approach to an ong ■ 
inai blend of games proves Ini- 
tially mildly interesting, 

LASTABILITY 46% 

The two different parts are as 
unappealing as each other. 

OVERALL 40% 

A poor interpretation of the car- 
toon, only recommended for die- 
hard fans. 




HOPPING MAD 

Elite, £9.99 cassette, £14.99 disk, joystick only 



Taking control of a string of 
four bouncing balls, you 
face the task of following the 
path taken by an imaginary oppo- 
nent. Across the world and out into 
space, he has avoided all dangers 
to stay alive, and has amassed a 
great score by collecting the bal- 
loons and apples he discovered on 
hts journey. Needless to say, you 
are now daunted by the task 



ahead, whilst your opponent sits 
back in satisfaction. 

The quest takes place over 12 
timed* horizontally-scrolling levels 
ranging from park to desert and 
beach to undersea world. Taking 
control of a string of four rhythmi- 
cally bouncing balls, the player 
attempts to collect a set of bal- 
loons floating tantalisingly close to 
the ground. By altering the speed 




If you've got the Elite Tno compilation, Hopping Mad 
will give you a certain sense of deja vu. It's virtually 
Identical to Cataball, a game which Elite did not con- 
sider worthy for full-price release. They've obvi- 
ously changed their mind. The levels are different 
and the game Is larger, with updated sound and graphics, but on 
the whole it's a very similar game. Having said that, Hopping Mad 
Is pleasant and playable with jolly sound and colourful graphics 
to suit the whacky gameplay. The big question, though, concerns 
the testability of this peculiar ball game. Scenery and opponents 
change graphically with each level, but the game stays the same. 
For the sake of the unusual control method H might be worth 
giving this a try, but digging out a copy of the Trio compilation 
might be more financially sound. 



mm c @ra v ""m 




► Baits that bounce under water? Now there's a sight you don't see very often 



and height of the undulating string 
the constantly moving balls can be 
directed Into place. 

Each environment has rts own 
particular natural hazards. Spiky 




Hopping Mad is 
about the wier- 
dest game (to my 
knowledge) that 
Elite have ever 
released, it's very 'cute' from 
the bouncy Intro and high- 
score tunes to the colourful, 
well-defined graphics. 
Gameplay is simple; just guide 
your bouncing balls (excuse 
the phrase) across the 
smoothly scrolling, meanie- 
filled screens. Control Is easy 
to master, which is Just as well 
because all of your skill will be 
needed to get past the obsta- 
cles, both animate and inani- 
mate that stand in your path. 
At a time when there are a lot 
of beat-'em-ups, and shoot- 
em-ups on the market, it's nice 
to see a game where you dont 
have to shoot, hack, maim, and 
generally kick the heck out of 
everything. I really enjoyed 
playing Hopping Mad. Well 
done Elite! 



hedgehogs scurry across the 
grass, cacti grow close to sharp 
rocks and ball-eating flowers anti- 
cipate the timely arrival of their 
lunch. Collision with any of these 
bursts one or more of the balls. 
Once all four have been 



► The ball quartet pass through a garden In which life is anything but 
relaxing 



After the very 
pretty MAT 
designed tme 
screen, Hopping 
Mad teemed set 
to be a very nice looking game 
indeed* Unfortunately, the 
graphics didn't quite live up to 
the neat Intro. Dont get me 
wrong: the game itself ia by no 
means awful. In fact on the 
whole, h proves to be rather 
addictive. Once you get used 
to the fact that there is a string 
of bouncing balls to control, 
hopping about the screen la 
quite fun. The urge to 'Just see 
what the next screen's like' 
brings the player back to the 
machine again and again. The 
question la, once all the back- 
grounds have been seen, will 
you want to Improve your 
score? Hopping Mad is by no 
means the best game from 
Elite but then again, it Isnt the 
worst; it's just sort of quite 
good to OK, 



punctured, one of three lives is 
lost. Extra points are awarded for 
collecting bonus apples and land- 
ing directly on certain creatures. 

A collection of ten balloons 
gains entry to the next level and 
another round of hopping, skip- 
ping, leaping and jumping like 
mad. 




PRESENTATION 68% 

Attractive loading screen and 
standard pause/quit options. 

GRAPHICS 72% 

Colourful, It sometimes crude. 
wNh nice bouncing movement. 

SOUND 71% 

Bouncy title tune and in-game 
effects. 

HOOKABILITY 79% 

Initial hook due to the interesting 
game design. 

LAST ABILITY 54% 

Very similar levels will piomote 
boredom. 

OVERALL 64% 

A pleasant game with unfortu- 
nately repetitive gameplay. 
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ALIENS ATE 
OUR BRAINS 



Ace programmers confess their C64 curse 



EXCLUSIVE by FRED HACK 

HORRIFIED Commodore owners were left stunned last night 
- when a group ol programmers working (or lop software 
house THALAMUS revealed that their brains had been swiped 
by swooping Martians, 

Bui far from befog left dopey unci talking double 
dutch, the team from Holland have u ritten HAWKEYE. 
one ol the linest computer games ever seen 

Boys Without Brains 



And the er»*y computer 
gang ot Miino Van Zefct, 
J.ieco Van T Reii and Anur 
Van Jole have culled 
themselves The Boys 
Without Brain* 

"We had jusi returned 1 mm 
celebrating and were walking 
home when Murrcd lights 
appeared along the raw) 
Then .in when appeared I torn 
ihe nrnl und pointed 



10 WAYS 
TO SPOT 
DEBRAINED 
BOYS 



0 I hey hove a sudden 
urge to call themselves 
something really 
era/v , . , 

• like The Boys 
Without Brainy 

0 ITicy display a 
strange compulsion to 
write the heM game ever 
seen 

• llltt call il 
HAWKEYE. 

• Riev 
THALAMUS 
publish 
masterpiece, 
0 Thcv live 
Holland ■ ■ ■ 

0 in a chalet on 
the top ol the highest 
mountain. 

% rhey gci their Mory 
published in some 
shoddy paper tSlutrels 
MM mm fshiecmal 
orpm? * 

0 Vi we lied, there are 
only eight KM. 



get 
to 
the 

in 



Gold Medal 
see ZZAP! 
page 20 



Inciwdi&e Dutch 



entertainment which doesn't 
relv on a coin op licence 

HAWKEYE is no* the 
tilth game in a series lo 
astound and iima/c from 
THALAMUS, 

Hamster 

ihc Boys Wtrhoui Brains 

L h iit- r m saluic their imrrcdiMc 

emirate in a lertCf *»t brainless 




something al us which looked 
like a vacuum cleaner Wilh a 
Hick ol a switch our bruins 
were heading inwards Mars 
and thai is we all remember 



Lamp post 



A shaken neighbour who 
witnessed the incident said It 
looked more like a lamp post 
in me. guv*. 

Bui the brave Boys 
Without Brain* decided to gci 
straight to work and write 
HAWKEYE. u last action 
combat game with superb 
graphics and creative 



incidents 

The shocking sjga surtcJ l*oi 
year when the buys icmporanh 
lost Ihcir bratns to a marauding 
harmtcr Bui ihe* (WCM 
etiraordinari - ■ - ± J ^ and butll a 
wall to flummot ihe ! our 1tn*tcd 
fiend - il became Lnuian as the 
Hamsicr Dam 

Thewe stmph unhcltevahle 
savs ItHif-time Ihend Stavro* 
Fatoulas. MC You Iih>L 41 them 
programming awio and youU 
neser realise ihe> were tn*l ol 
their skullv * 

1-tOJ 1.1 n was relemng hi the 
Kovs latest last anion cumhai 
punt HAUKrYl »hieh</Jtaf 



IT'S A 
GOLD 
RUSH! 



THALAMUS 
surprise reads 



has 11 real 
anvonc 

ho buys HAWKEYE - 
lhe\ could WIN a ghetto 
blister or an AmMrad 
Studio ill the latest mulh- 
.iiMia*; deck FREE in the 
THALAMUS GOLD 
RUSH* 

there are three GOLDEN 
cassettes and sis VELLOW 



around 



the 



cassettes 
country 

And thev re all hidden 
inside HAWKEYE 
packaging 

Finder* of a GOLDEN 
cassette should get in touch 
wilh THALAMUS straight 
away because there I* 11 
Studio HIO waiting foi ihcm 
- FREE. 

Finders of a YELLOW 
caweiie win a ghetto 

Remember these special 
cassettes could he 
an v w hen and in am shop ~ 
hutonh wilh HAWKI- VI 



FREE 



Wro mm 
toll for 
HawKei/e' 

- shock 

claim io 
oooies stops 



EVERYONE'S going hell for 
leather lor HAWKEYE - it s 
the latest game sensation 
from THALAMUS and It's 
coming your way. 

HAWKEYE features 
12 levels of SIZZLING 
scrolling arcade combat 
with excellent parallax 
routines 

Searching lor a lour-piecc 
puzzle on each IcvirL 



HAWKI VI has to light and 
llcVbtf >■ huge range ol 
prehisiorK creatures across 
diflereni landscapes. 

I his name is §16 withnui 
KlKlKoteodingllAWki VI. 
needs I * mulliloads to pet 
everything <n b cspceially the 
12 pwees *»l ort|!inal and 
juralK AMAZING musk 

There's no M$ wail 
hcWccn toads * with 
HAWKI Yl theres 
puaninteed eitieriiiirinuni 
throughout* And it vihi buy 
the disk version Iherv 1 Uc 
extra treats lined up lor w<. 
wilh iima/in^* .It nms tike 

till MONSTI KMlnw 

Music 

On .ill the veiM«ms there arc 
animau^l start orul end 
sequences which reveal ihe 
sti«> of HAWKLYH.andio 
lop il ofl there's ihe relurn ol 
the- lamous MIX I I OAI> 
originally seen in 1)1.1 I A 
which gives ^ou your own 
music mixing desk white 
HAWKEY I- loads, 

HAWKEYE is simpb 
BRILLIANT ;ind *e seriously 
recommend you go out and 
buy it at the soonest possible 
moment to discover why 
ZZAP!M voted it a GOLD 
MI DAI 

0COMMODORE64/128 
m Cassette: £9.99 
• Diskette: £12.99 
#C0MING SOON for 
Spectrum, Atari ST and 
Amiga 



mm mm RMU 

IF M MUSUl MBH 

A HORRIFYING masked man has been stalking Commodore 
64 games reviewers, striking terror Into their Joysticks and 
their marking system. But amazingly the evil grimace on the 
masked face is associated with the best Commodore 64 
games ever seen. 

The sinister ligurc. kmmn to cert din ternhed sol t ware 
houses js Mr Thalamus", is said i»« lv PSYCHIC uhi»%e 
sudden appearance means only one thing - another 
Number One came. 




Top miisked m;tn hunter 
Dr Muffed V Fbpjper s.»d 
last ni phi " W\\ » en n tell 
*here K mask s power *ill 
end ? One da\ he appears on 
y\\\.w ' and 
who 



Btime 



advertisements 
knows, mavhe inmonow he 
vill uke over rc WflRl.ni* 



Gibbering 

Insiders « the mn in the 
mask realh hiis It in lor 
Th.il.imus Kks Paul CiMipei 
and has turned him tnio a 
>:ibhennp wreek 

Bui Cooper scolts al Ihe 
ehur^es Cnbhcr he told our 
reporter fibber phher 

The hunt is novs on lor Ihe 
BtWkcd man II vou: t<r 
^nvone in >our fvmH\ tab 
seen this fiiee. or am one 
re mote I v similar, write in and 
tell US! 

Men. women, ehildrcn. 
small blue llull\ ereatOrtftMHl 
cheapo eom-op Httteh -ire at 
nsk' 

7b§ Thslsmus Stsr Uft: IT 
HAS TO BE STOPPED, 



COMING 
SOON 



Stwru 
Fasoults*ft DELTA - an 
.mpoutMc act lo loltow? 

Afi H seem* the 
impossiWe H just •notner 
Chalfcntjt (or TMALAM0S1 
Ncfl monlli THE 



TMALAMUS STAR hii the 
iraltfe story on the «cond 
03 me in ItmlM DflTA 
B«rttt - ARMUm. 

Read M about ft ki your 
Thoper Thoanway 
Thalamus Thtar. We may not 
bring you pictures o* tHtws 
on Mm - but we'rt always 
rint with THALAMUS 
ihotit 



AOVFRTISCMENT 



Manoeuvre your lone \ 
battlecar Marauder through ' -s. ^\ 
spinning, eye-pods, bouncing bombs \^ 
and electro-hoverers. Marauders massive 
laser cannon crash-firing all defences to 
oblivion As Captain C.T. Cobra you are 
determined to retrieve the jewels from etern 
remorseless grip. k 

Another stunning shoot-em-up / 
from Hewson! 



SPECTRUM 
CASSETTE £7 99 
♦3 DISCf 12 99 

COMMODORE 
CASSETTE £9.99 
DISC £14.99 

AMSTRAD 
CASSETTE £9.99 



^^^^^^^^^^^^^^^^^ 
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MAKE FRIENDS WITH 

AIM AMIGA! courtesy of 






r rs 



HARWOOD 




If you've been leafing through the last few issues of ZZAP! 
you may have found yourself lingering over our Amiga 
pages. Just think ... all those pixels ... the 4096 col- 
ours ... the eight channel stereo sound ... the tears 
when you realise that these wonder machines eat up £400 
of your bank roll and only leave you with a penny to spend 

on software . . . 
If this sounds familiar, today may well be your lucky day, 
dear reader. Gordon Harwood Computers, purveyors of 
micros, software and peripherals to anyone with enough 
money to buy such things, think it's time to relieve at least 
one of the world's Amigaless people of their crippling 
affliction, and after lengthy consultations with ZZAP! , they 
have decided to give away an Amiga A500 to one lucky, 
lucky reader. Accompanying this mega-prize will be a TV 

modulator and a software bundle comprising Deluxe 
Paint, Goldrunner, Leatherneck, Time Bandits and Karate 
Kid 2- everything you need to start getting maximum 
amusement out of this mighty machine. 
If you lost your lucky rabbit's foot or hung the horseshoe 
over the door the wrong way up, then the chance of you 
winning first prize may be marginally diminished. But take 
heart, for generous Mr Harwood is also giving away nine 
other prizes. The second entrant to have his name drawn 
out of the ZZAP! cake tin will be sent a fab-u-lous Sega 
console, with a copy of the super race game Out Run to 
save feeding those ever-hungry coin slots. Third prize is a 
£50 voucher which can be spent on any of those eminently 
buyable computer bits and pieces from Gordon Harwood 
Computers; and seven runners-up will each receive a Gor- 
don Harwood £5 software/hardware voucher. 
'How can I win such wondrous fancies?' is doubtless 
the question on your lips. Well, it's so simple, the cat could 
do it, but luckily we don't allow cats to enter our competi- 
tions so you've got a pretty good chance. Look at the five 
anagrams on this page. In fact they're jumbled up comput- 
ery sort of words which you have to unscramble. 



When you think you know what the five words are, write 
them in on the coupon at the foot of the page, but don't 
post it, in fact don't even take your thinking cap off 

because you're not finished yet. 
Look again at the initial letters of each of the five ans- 
wers, because they make up the anagram of a key-word. 
Unscramble these and write in the key-word, then cut out 
the coupon {or a photocopy thereof) and put it in an 
envelope addressed to: 

COR BLIMEY LOOK AT THAT AMIGA COMPETITION, 
ZZAP! TOWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY8 1DB 

Entries not received by 1 5th August, 1 988 will have abso- 
lutely no chance of winning. Sorry, but there you are. Oh, 
and the decision of the judges is absolutely final, so there. 



MEGA 



SERAMBLES 



DEMMO 



DEERVAUNT 



CAREFEINT 



The words are . . . 

1 

2 
3 
4 
5 

And I think the key-word is 

NAME 

ADDRESS 

AGE 

THE COMPUTER(S) I USE 




MELBOURNE 

HOUSE 




Distributed by 
Melbourne House 
8- 10 Paul Street 
London EC2A4|H 
Telephone: 01 377 841 I 




Hi, it's Lloyd Mangram here again with 
another scrumptious selection of your seri- 
ous and silly scribblings. Ludlow is finally 
getting used to the fact that It's summer fit 
hasn't rained for a good half hour) and 
everybody in ZZAP! has donned their knot- 
ted hankies, rolled up their shirt sleeves and 
slipped into short trousers. Our cosy little 
market town has turned its sunny side up: 
Paul is prancing around the office and Gor- 
don, our new Big Ed (watch it, Lloyd! - Ed), 
is tucking into a couple of giant-sized 99 
cones. However, enough of this idle banter 
- the collection of comments below is a 
copious concoction of pornography, 
Sizzlers, piracy and bananas- Interested? 
Then read on . . . 




SEX AND VIOLENCE 

Dear Lloyd, 

I am at present studying lor three A-levels but I felt that l 
must write and warn you of a matter ol greater importance. 

In the beginning there were arcade machines whose 
only objective m life was to have you blast rather blocky* 
looking, mono-coloured bits of space debris kilo even 
smaller blocKy* looking, mono-coloured bits of space 
debris, Puritans complained that such violent pursuits 
might leak into reaJ life, but I was unconvmced Then there 
amved marveBous machines that brought the space debris 
into our own homes and still I was unmoved. Soon 
afterwards, more versatile Instruments of death and torture 
were produced: this new breed could turn its hand to many 
different styles of *piay* and the space debns began to 
take on a more realistic appearance. At first I remamed 
ever sceptical but one day some fiendish mind brought a 
aeation known as The Way of the Explodtng Fist to my 
humble 64, 

It was immediately apparent that (hts was not just 
another violently onentated game. The pixels took on an 
unnennngly human quality as I battled my way through the 
ever more practiced opponents. The sound was so crtsp 
and the images so effective that I found mysefl sweating 
over the joystick in anticipation of my next bout It wes then 
that I made a terrible mistake - I selected the two-play* 
mode in order to do battle with my brother. The absolute 
satisfaction of each victory and the utter resentment 
generated by each thrashing were quite unexpected. Now 
I could see what the puntans were talking about 

What is more, the carnage continued when I had the 
Opportunity to play Barbarian on a 16-bit machine. I am 
ashamed to admit that the old feehngs reti/ned. but with 
greater force. In fad, I found a direct correlation between 
the depth of emotion and the standard of graphics and 



sound, 

Now another trend is emerging. Is it just me, Lloyd, or 
have you also noticed pornography creeping into the 
computer gaming industry? With the 64, the graphics were 
less than tantabsing m games like Samantha Fox's Strip 
Poker but the steamy literature in Leather Goddesses of 
Phobos more than made up for it, Again, the 16-brt 
processor has accentuated the smut. In rescuing a maiden 
m Defender of the Ooivnon an Atari ST, one was rewarded 
with a somewhat provocative piece of computer artwork. 

I fear that the gaming industry, with the advent of more 
and more powerful machines, is going the same way as the 
video and film industry. May I therefore suggest in all 
seriousness that future game reviews carry a suitable 
symbol - PG, X, red tnangle or the l*e. 
Michael Doherty, Coleraine, Co. Londonderry 

Violence has always been a part of games, whether 
computer-based or otherwise; but I'd agree that the 
simulation of it is fer more 'effective ' (tor want of a better 
word) than in any other medium. There is, of course, the 
argument that suggests unleashing aggression on a game 
is preferabte to releasing it m the 'real ' world, but this case 
avoids the moral issues underlying simulated violence. To 
be cynical, marketing games via 'pornography 1 is very 
successful - and unft/you stop buying the programs, it mH 
continue. Whether or not it is relevant or desirable in the 
computer industry fs a question which deserves further 
debate on these pages, 
LM 



CRAP IN A BRILL 
SANDWICH 

DearUoyd, 

When I bought my first copy ol ZZAR all those distant 
years ago, everything was 'brill and fab' or 'the pits (man)*. 
The games industry was basic, fresh and vibrant wfth 
spotty, young backroom programmers and as equally 
young and spotty magazine reviewers. You purchased 



your games with difficulty and played them with ease. 

Then we had a 'crappy interlude'. ZZAP! discovered the 
four letter verb. The Clearasrl bottles were being put away 
and out (or up) came the hair gel. The solo programmer 
would, maybe,usea 'sounds man' if he hadn't been npped 
off too much by the bubbling (soon to bust) software 
Industry. You couW now purchase your game at well 
known chemists. You booted out copies for your plethora 
of friends* then took the game back and claimed a refund 
because it wouldn't toad. (Yes. that's why they are less 
than accommodating when you return your 'genuinely' 
faulty gear, ho hum!) 

We now come to the present. ZZAP1 v>es with the other 
mags by seeing who can use the word 'genre 1 the most 
number of times per page. Julian Rignail becomes this 
month's longest serving editor and the few remaining 
spots on the editorial team are now hidden behind 
manicured stubble. The software industry is now a 
multinational conglomerate, employing modular 
programming teams (and that's just for the scrolling 
messages). The freelance programmers sWI exist, but they 
now use their talents hacking into games and selling the 
relevant pokes to rival magazines. 

We now buy our software, condoms and records *n the 
same shop. You take the 'game' home, road the 50 page 
manual, stick on the bio-feedback sensors so the game 
can empathise with you, watch the vectorised, 
multidirectional parallax loading screen - but, at the same 
ttfne, you feel a bet miffed because you couldn't afford the 
optional' lumber puncture kit that would allow a 
neurochemical iteracbon between one' and the game. 
Then, after experiencing the prog for half an hour, you 
realise that this is one of the better games in the Breakout 
genre! 

Mark 'Phssthpok' Stevens, Cowfay, Oxford. 

/ tf be interested to read potted histories from other readers 

- it's a genre that hasn | been fully explored. 

LM 



BAD TIDINGS 

Dear Lloyd, 

Win there ever be any competitions in which the entries can 
amve later than normal? (ie later than March 6th m the 
March issue.) I live in Australia (yes, down there) so ZZAP 1 
64 only amved about a month later than the certain month 
of that particular issue. Can you do anything about this? 
Nicholas Viiala, Perth, Australia. 

It's an unfortunate situation for any of our overseas 
subscribers when competition deadlines are against them, 
but there's not much we can do. The basic reason is that 
software houses - the competitions are usually linked to 
the promotion of a game - dont like delaying, since 
publicity ts ne<&s$anfyayHwtrBted around release dates 
Sorry! 
LM 
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WOT? NO CASSETTES? 



Lloyd. 

Firstly let me deaf up one tssue: ZZAP! 64 15 far and away 
the best magazine devoted lo any Micro. No other 
magazine touches ZZAP! - In both quality and quantity. 
ZZAP) leads the way and til admit I love it! 

Having said that I must say that I do have a complaint. 
ZZAP has, on many occasions reviewed a disk based 
product and printed in small box that they will review the 
cassette version separately when it appears; yet to this day 
no such review has taken place. Why Is this so? 
David Hearoe, Queensland, Australia. 

77w mason (or this is that often we haven't been sent a 
cassette version of the game in Question; in such cases, 
however, it's probably best to assume that the cassette 
will be slower and generally more awkward than the disk. 
From now on we n be putting those cassettes we do 
receive in the redesigned news section 
LM 



A PIRATE'S 



EYE VIEW 



Dear Lloyd, 

Than* to you and all the other ZZAP^ers tor the great magi 
I personally think that yours is much better than all the 
other Commodore mags. Well, I have some things to say, 
so let's start: 

I realty don't know why everybody 15 complaining about 
the Amiga pages. 1 like them, 'coz this way you don't have 
(0 buy an Amiga mag to know what fi going on with that 
computer. 

Piracy* I own about 1000 games of which onfy two are 
originate. I know it's illegal, but paying C1 0 for a game that 
isn't worth even Clsa complete waste of money -and I'm 
no games freak. Most of my games I have only played 
once, then they disappear in the crowd. There are only a 
couple I play regularly [Paradmkt* Out Run, Ikan Warhor$ t 
the others I only use to train or to rip the music out of; and 
paying CIO only for music is a little expensive. By the way. 
if piracy didn't exist. I'm sure there wouldn't be half as 
many C64 owners as there are now. An example: you don't 
have a computer and think of buying one. You go to a 
frtand who has 100s of pirate games. You play the games, 
like them and, knowing you can tape them all, decide to 
buy a computer tool 

if that friend only had 10 originals, you wouldn't even 
think of buying a computer, coz £10 6 a lot of money for 
a game which bores you after a week of playing. 

Well , tlvs is my point of view and if you disagree or other 
readers disagree, let me know. 
Terry L 

Your mwpoint on piracy tends to focus on greed - ie t 
obtaining more than you actually need or want - and as 
such, it isn't realty defensible. Why didn *t you give us your 
full name? or your address? Do you, perhaps, want 
notoriety without punishment? In any case, you *ve ratsed 
3 contentious point about which Vm sure others wiH have 
something to say... 
LM 



64 ALL OUT 

DearUoyd, 

I have been to many shops, e.g Laskys, Dixons. etc but no 
one seems to stock the C64 any more, they seem to have 
only top range computers (Amiga. Amstrad etc). They all 
say that Commodore have stopped making the 64s so 
where can I get one in my area and HI can is it worth all the 
trouble saying that they say they are not making them any 
mon 

P Rogers, South Shields, NE34 0PX. 

Our editor tetts me that he's seen plenty ot 64Cs in his local 
Dixons: otherwise, it may weB be worth having a look in the 



ZZAP* Classifieds to see tf you can spot a cheap, second* 
hand 64 there. Rumour has it that Commodore are making 
5newWw7fftas™^dWdhw-soffie/na*efmjywe^ 

stay aSve for some time yet. 
LM 



BANANAS 



Dear Uoyd, 

How are you this snowy day m September? It'sThe Banana 
here with a mega amazing dose of verbal literature and all 
round rubbish; M kick oft with a few amazing facts, old 



Amazing facts about Bananas;- 
1. Bananas are yellow. 

2* Bananas are not red and they don 1 ! grow 
underground. 

3. Bananas are not straight 

4. Banana is spelt Banana. 

5. The Banana is called Banana because an amazing 
person said "I'm going to cal that yellow thing a 
Banana". 

6. That's about it really. 

PS Be careful out there 

The Banana, CasOeford, West Yorkshire. 

S\.. I th^ 999 is the mimber I'm looking tor. .. 
LM 



THE PERFECT GAME? 

DearUoyd, 

I have been buying your excellent mag since the Chnstmas 
edition 1985/86 (which I thought was brilliant). In that time 
there haven't been many things that I coukJ find fault with. 
However, there Is one thing that I don't quite understand 
Let me start about a year ago when you swarded the 
brilliant WnbaSI 96% and a Sizzler with it, wt^c n was fair 
enough as I thought it didn't quite deserve a Gold Medal 
But, In the March, 1988 Issue you gave Project Stealth 
fighter also 96% but this tune it got a Gold Medal: why? 
The same can be said for Dnlier and Strike Fleet, both ol 



which got 96% but Sizztera, so what has happened? is it a 
mcsprmt or is there just such a fine line between a Sizzler 
and a Gold Medal that sometimes it differs? 

Finally can you answer one question before I go? Has or 
will a game ever get 99% and if not, why not? 
Jay Muncey, Feibndge, West Sussex 

You've more or less answered your first point: Sizzters 
generally range between 90-96%; Gold Medals, 96% and 
above. However, the ultimate criterion for deoding 
between the two awards ts not the percentage but the 
reviewers' personal judgements - theoretically, a game 
that received 95% could get a Gold Medal, No game, as 
yet has received 99% (there s no such thing as the perfect 
game, so the maximum 100% is disregarded anyway), 
though its still possible Gordon thinks that Spindizzy and 
The Sentinel deserved 99% t but Paul is a staunch defender 
of the 98% maximum brigade , , , 
LM 



A NOT-SO-SILLY 
LETTER 

DearUoyd. 

As your letters page ts extremely sensible, I thought I'd 
wnte an extremely sensible letter to you, as I am a sensible 
person, 

I think that two pages « not enough 1 6-bit coverage, as 
I think that in the not too distant future, most people with a 
lasting interest in computers wtll have upgraded, and when 
the release of 8-bit games slows down, the people with a 
passive merest will either sell their 64s or banish them to 
a cupboard, I'd hate to see ZZAP! h merge" with another 
magazine (completely disappear, but its name appears on 
another magazine' 5 cover for two months, as happened to 
Your 64) just because some people are loo greedy to allow 
a little space to another computer every month. 

I'm not horrendously jealous 1 of Amiga owners, as 
Danny Cobum seems to think, 'cos Tm sensible. 1 Nuff said. 
Ian 'sensible' Morgan, Grimsby, South HumbtrskJe. 

. . , With regards to two letters in >ssue 38, these two 
people seem to be against any progress m computing. I 
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think many people would agree that the Amiga ts obviously 
the way forward; however, at the moment the 64 DOES 
lead the way m terms of originality ( Wtzbaii, After Ego etc) 
and playabilrty [IK*. Padandetc). The games in the Am*ga 
department are mainly crummy ideas dressed up with 
astounding graphics and sound. 

Having said that, I (or one would be interested in seeing 
regular Amiga reviews. It would give a buyer the chance to 
see what games are around at the moment and, as you 
said, Uoyd there are many owners who own an Amiga and 
a 64. 

Just think, Uoyd, it ts reckoned that there are 20,000 
Amiga owners wh#ch t if you covered the Amiga, would 
mean toads ol extra readers' 

That 's all I have to say on that subject. It's up to (he other 
readers to voice their opinions. 
Scolt Burgess, Largs, Ayrshire- 

Amiga {and other 16*bft) software ts comprehensively 
corned in ZZAPTs sister magazine. THE GAMES 
MACHINE; although we f d Hke to have a little more Amiga 
coverage, editorial space Afff readily available for It. If 
enough of you write tn t the srtuahon may change in the 
coming months - either way. there will be the occasional 
Amiga special 




COMPILAINING 

Dear Lloyd, 

One thing I've noticed is the growing number of 
compilations appearing. Most ot the games on them have 
only been released two or three months earlier. Take, tor 
example. We are the Champions from Ocean. IK * was 
reviewed in Issue 31, Rampage in Issue 33 and Super 
Sprint m Issue 32. The whole caboodle was reviewed in 
Issue 38 and had been advertised for at least two months 
before you reviewed rt, meaning those three games were 
all less than four months old when put on compilation. 

OK, rt you are sensible nowadays and you see a game 
you want, you wait two or three months and It's on a 
comp with (our or more other games. It's now getting to the 
poml where compilations are appearing on compilations 1 
EMe 4 5 Hit Pack appeared on offer with the Hit Pack 2 lor 
the same price, and Konami's Coin~Op Hrts turns up on 
their Arcade Co8ecttorr t getting beyond a joke, ts it not? 
Every one of Elite's games that I can name, apart from 
Bug^BoysndlkariWarriorsiso^ammpi tt'scome 
to the point where I don't buy games from Elite any more. 
I |ust wail, and sooner or later, it's out on a comp. Surely 
they are damaging their sales? 

Anyhow, got to go now, bye, 
Jo, Bmley, Coventry. 

Compflatrons have become very popular recently; with 
increased competition, the software on them has 
necessarily improved in quality. It's very hard to judge the 
dividing line between a company offering good value for 
money and one cynvaKy putting out recently released 
games at a comparatively ridiculous price. EHherway t the 
games buyers can't really lose. , . 
LM 



WHO SHOT JR? 

DearUoyd, 

I am writing to ask you to shoot Julian Rignatl for never 
checking either the pokes before they're printed or the 
mess the printers make of them. 
Gregory Hambley, Oldham, Lanes, 

JuSan has now been shot 
LM 

PREACHING TO 
THE CONVERTED 

Dear Uoyd, 

I'd like to say that your mag ts THE BEST (slurp, slurp, 
slurp). I have a tew complaints, however, about arcade 
tie-ins. When you think of the 'official arcade licence', you 
probably can't help thinking of things like Space Harrier 



and Breakthrv. but there have been excellent tie-<ns of 
excellent arcade machines- Take Buggy Boy. for instance. 
The programmers have managed a soul) miracle in 
squeezing all the power of the machine, wrth rts amazing 
graphics and sound, into the humble 64. 1 Ihoroughfy enjoy 
playing my copy, and no longer feel the need to play rt in 
the arcades. So what happened to Enduro Racer then? 
Such an amazing machine - but what happened when 
Activision's programmers tried to convert rt to the 8-bit 
machmes? Weil, the Specco version was great, but us 64 
owners, with better graphics and sound, were graced with 
one of the crappest, stowest and most unplayaWe 
conversions ever written. Enduro Racer is fairly 
comparable to Boggy Boy in the arcades, yet if Buggy Boy 
could be converted so faithfully to the 64, then why 
couldn't Enduro Raceft I'd be disappointed to see rt on a 
VIC 20? 

Still on the subject of disappointing coln-op 
conversions, I recently purchased Out Run. When 
somebody mentions the arcade machine, you envisage 
yourself burning along an open dual carriageway, the sun 
shining on your windblown face, the sea lapping up to the 
edge of the road, or great rocky canyons towering 
hundreds of feet above your head. Well what's that got to 
do with the 64? Not much, that's what. Instead of the 
windsurfers all we get is a great expanse of grey juddery 
lines! C'mon US Gold, you could've done better than that! 
Look at Super Gycte Totally smooth, detailed roadside 
obstacles, beautiful colour on the edge of the road. And 
those junctions wouldn't have come amiss. The Specco 
was graced with them, and we all know which machine is 
better, don't we now? 

Right enough of that, phew! Stop yawning, Uoyd, you're 
meant to be working! It's probably getting pretty boring 
having all these kids whingeing to you about how to 
improve your mag, but I do have a couple of complaints to 
tell you. 

1. Please bnng back Rockford and Thingy. They're 
great, 

2. Does the ScoreWd like playing computer games? 

Anyway, I hope you print this letter. You may think it's a brt 
drony, but tt's taken me three lunchtimes of slaving over a 
school SBC, Right, must dash torabrt of lunch, so keep up 
the good woric at 2ZAP { Towers lads, and I hope your mag 
thrives on into the next decade. 
Robert Stephens, Sklmouth, Devon, 

The problem with many conversions is that their arcade 
parents are fust too advanced in the first place. With 
Outrun* US Gold made a good attempt at what is an 
incredibly difficult task: do you capture the spirit of the 



original or do you convert it literally? Some conversions 
end up doing neither. . , 

t Rockford and Thingy are on a long vacation - We ts 
much better tn sunnier climes; however, they have 
agreed to come back if enough people want them to 
return. As a result \ we've agreed to the questionnaire 
below* make your voice heard and, who knows? At 
anyrate. there's £30 of software on offer. , . 

2 The Scorebrdis a totally crazed schizophrenic who is 
disdainful of anything which gives pleasure to mere 
humans -games included. 
LM 



DO YOU WANT 
ROCKFORD AND THINGY 
TO COME HOME? 




ADDRESS 



That moment in the month has rrolled 
around once again, and it's time for me to 
put my feet up by the fire and start perusing 
next month's eructation of erudite epistles. 
£30 of software will be awarded to the first 
entry to the above questionnaire drawn out 
of my paper bag; otherwise, send those a- 
quibblin' and a-dribblin' scribblings to . . . 
wart f or it . . . LLOYD MANGRAM, ZZAP! 
RRAP, PO BOX 1 0 v LUDLOW, 
SHROPSHIRE, SYS 1 DB. See you! 
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MICROPROSE REVEALS MORE T 



Project 

Stealth Fighter 




Concealment is your 
greatest weapon in 
Project Stealth Fighter, a 
simulation of America's 
latest and top-secret 
strike fighter. Pilot the 
F-19on sensitive 
missions around the 
world. 



Gunship 

The awara-ivinning and 
highly acclaimed 
simulation of an AH-64 
attack helicopter. 
Master its incredible 
array 0/ weaponry as 
you fly on over 100 
missions throughout the 
warzones of the world. 




Airborne Ranger 

Your chance to join 
America's most elite 
soldiers. Airborne 
Ranger is a brilliant 
combination of arcade 
action and strategy 
simulation. You'll be 
sent on 12 daring 
missions, deep behind 
enemy lines. 




■^he latest, spectacularflight simulation by MicroProsegtvesyou electromagnetic profile, 

1 ihe chance tu actually experience the future, pulling you in 
control ofAmenca's new est.and top secret fighter plane. Shrouded 
in mystery, the P- 19 is the product nl leading -edge technology and 
engineering. 



Using the skill and ingenuity (or which they are renowned. Ihe 
aviation experts at MtcraProse have accurately reproduced its 
operational systems to create an incredibly realistic simulation. A 
simulation with such exceptional payability and depth that it has 
become an instant award-winner 

Gu on solo strike missions to Libya, the Persian CluK, North QqM 
and Central Europe. The revolutionary feature of your F-19 is 
Usability to remain virtually radar-Invisible, so your success (and 
future promotion prospects) rests on mastering the jet's 



A! your fingertips lies an incredible array of weapon opt ions, yrt 
the machine is nothing without Ihe pilot - combat skills and 
intelligence are essential to survive this advanced and innovative 
simulation. 



|ro|ect: Stealth Fighter. TheullimHleflighl simulator for superior 
pilots. 




PROSE 



SIMULATION 



SOFTWARE 



HAN A GLIMPSE OF THE FUTURE 




Pirates! 




Chase fame and fortune 
on the high seas. Pirates! 
is a unique blend of 
simulation, adventure 
and role-playing. The 
non-stop action takes 
place during the 1 7th 
century as you 
endeavour to increase 
your wealth and status. 




Silent Service 

As a World War H 
submarine captain you 
are stationed in the 
South Pacific. 
Experience the thrill 
and tension of hunting 
down and attacking 
enemy shipping. 

Red Storm Rising 

You're captain of an 
American nuclear 
attack submarine. And 
your ship is aiJ that 
stands between the 
Russian bear and global 
domination. Experience 
the pulse-pounding 
tension of Red Storm 
Risisng. 

COMING SOON 



Software Title 



Disk 



Cassette 



Computer 



Quantity 



Name (Block Caps) 



•TOTAL INC £1.00 P&P (UK only) 
Address 



Postcode . 



Access^ Card No. 11 I I I I I 1 11 I I M 



Daytime Tel: 
Expiry Date 



Cheques made payable to MicroProse Software Ltd. 

MicroProse Software Ltd. 2 Market Place. Tethury Glos GL8 8DA Tel: 0666 54326 



Amount 



•Overseas £2.00 P&P 



STEALTH FIGHTER, GUNSHIP. 
AIRBOURNE RANGER, 
PIRATES. C64/128 
CASSETTE £ 14.95 DISK £ 19.95 
SILENT SERVICE C64/128 
CASSETTE £9.95 DISK £14.95 



You are competing against 
the world's greatest in the 
greatest and toughest 
series of winter spoils yet 
<ic\ Ised. Seven events to 
lest your skill and nerve lo 
the utmost: each one with 




ilsown Individual demands. 
Practice, patience and more 

pract ice are required to 
si and any chance of a medal. 

You can do it; you will do it! 
And what's more you'll 
have a great lime trying! 




AxallahlrrorAmHlradCPCCASseUr&DhA Mart ST Disk <;HMb-l/l28<Jiswtt<'M)l*k MS\64Cas*'Ur Spcrlrum IB I2HK. + 2Ca&ttU* Sprrlrum + 3 Disk 
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R THE 
EQUIN 




// had to happen, I suppose: the well of adventure 
games for the 64 has dried up -a situation that can 7 
be blamed on the heat of the British Summer. 

Lucky for you then that with a mere rub of my ring 
I can take you back to a time when adventure games 
were plentiful . . . 

The three distractions from reality I feel deserve a 
second look are marked at the original price; you may, 
of course, be able to get your grubby hands on them for 
much less. Regardless, they are worth every hard- 
earned Zorkmid and should be part of your collection. 

To give you a taste of what is to come and get your 
saliva glands working, I thought you might like to 
have a quick look at the Amiga version 0/Legend Of 
The Sword from Rainbird. A game to restore faith in 
the adventure world and one which, when released in 
July, should work just as well on the 64 - it was, after 
all. originally written for the 8-bit market. 

You may notice the lack of 'Examine All ' in this 
issue. The section has temporarily ceased to be due to 
your lack of interest. It appears that no-one has any- 
thing interesting to say about adventures, all the letters 
received merely pleaded for help: thus the section is - 
for the time being - comatose . . . 



TOWER OF 
DESPAIR 



Games Workshop, 
£7.95 cassette only 



m 



alnor. Demon- 
lord Of Darkness, 
once again 
resides within 
i he Tower Of 
Despair. This 
lime his threat lo 
the realm of 
Aelandor is grcai 
- he now possesses the Ring Of 
Skulls, an Amulet of evil force with 
which he gathers malevolent pow- 
ers to his side. You, the Warrior* 
Mage of Castle Argent and wielder 
of the Silver Gauntlet, have been 
summoned by the Council Of 
Wizards to destroy the Screaming 
Shadow. Only by finding the 
legendary Golden Gauntlet and 
utilising the power of both can 
Malnor be defeated. 

Written using a customised 
Quill. Tower Of Despair comes in 
two parts complete with a well 
illustrated booklet of the game 
which includes maps, a back- 
ground to the plot and history of 
Aelandor The monochromatic 
pictures in the book require care- 
ful examination as they contain 
clues vital for success in the adven- 
ture. 

You begin in Castle Argent, your 



first task being to gather all the 
supplies you may need to escape 
to the east with your life. The story 
subsequently takes you through 
magical woodlands to prisons of 
the mind, there to confront stone 
princesses, Dark Angels, Medusa 
and finally. Malnor. 

Interaction is via verb/noun 
input - dated, but it works well 
enough to prevent frustration. The 
style of text is Middle-Earthesque 
and adds to the surreal atmos- 
phere created by the thoughtful 
prose. Puzzles are difficult in 
places, requiring two or three 
commands in the correct order to 
reach the solution. However, you 
are taught this method of play by 
the relatively easy tasks set In the 
opening locations. 

Tower Of Despair stands the lest 
of time well and the dramatic 
artwork adorning the box will look 
very snazz on your shelves. 



ATMOSPHERE 
INTERACTION 
CHALLENGE 
OVERALL 



78% 
71% 
75% 
76% 



MORDON'S 
QUEST 




Melbourne House, £6.95 

our efforts to 
save the universe 
span thousands 
of years and 
numerous 
worlds infested 
with adversaries 
to outwit and 
hazards to over- 
come. 

The opening scenes revolve 
around a familiar house sur- 
rounded by an eerie mist. Explora- 
tion of the building highlights the 
necessity to get out. and a chance 
meeting with Mordon - the 
ancient one - reveals the threat to 
the universe and life as we know 
il To restore peace and harmony, 
Mordon must have his immortal- 
ity machine restored to working 
order. The parts have been scat- 
tered throughout time and you 
have been charged with finding 
them and transporting them back 
to the ancient one. Any treasures 
you may pick up along tne way are 



yours to keep. 

The first part entails trudging 
through a strange jungle and deal* 
ing with homicidal pygmies, man- 
eating plants and Tarzan. who 
requires an answer which can be 
found by drawing a map of his 
kingdom. 

A time machine is yours to use - 
once found, it opens up the whole 
adventure. You will travel to 
ancient cities, to when Romans 
ruled the earth and to luturistic 
worlds of perspex domes, robots 
and strange music. Characters 
awaiting your interaction are as 
diverse as Roman Emperors and 
The Amazing Spiderman. 

A good atmosphere, intelligent 
interaction and a creative plot 
make Mordon'i Quest a must. 

ATMOSPHERE 77% 

INTERACTION 82% 

CHALLENGE 86% 

OVERALL 83% 
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STARCROSS 



lnfocom, £24.99 Disk only 



o longer availa- 
ble from Activi- 
sion/Infocom/ 
Mediagenic, 
Starcross can Mill 
be picked up ai 
Commodore 
shows and retail 
outlets around 
the country -it is well worth hum* 
ing down. 

The story lakes place In the year 
2186 - In a place where no-one 
can hear you scream - and opens 
with you onboard the deep-space 




black-hole prospecting ship, Star- 
cross, You rendezvous nol with 
Rama but with another gargan- 
tuan starship from ihe outer 
fringes o( the Galaxy. Once you 
have successfully docked with the 
trail you musi gain enlry lo its 
mysterious interior. Inside you 
find a complex, engaging world 
and come face to face with aliens 
both harmful and helpful. The 
huge starship has a greater pur- 
pose than mere cultural exchange 
however — it conveys a challenge 
that only you can meet. 



This Is a toughie. One of the first 
tnlocom adventures I delved into, 
it remains one of my all-time fav- 
ourites. Response time is slow but 
reading the screens of text helps 
pass the time while disk accessing 
lakes place. 

The first task incorporates the 
anti-pirate device supplied in the 
packaging. The computer wakes 
you to inform that it has detected 
a large mass in the vicinity. Read* 
ing the screen gives the coordi- 
nates of the mass and referring to 
ihem on the map provided with 
the package gives the bearing 
needed for interception. Without 
ihe map there is no game. 

The nexi problem is docking 
with the mass and entering il. A 
number ol rods protrude from a 
likely looking airlock and need to 



be manipulated correctly to gain 
entry. Saving your position is 
highly recommended at this 
Juncture as one mistake means 
failure. 

Inside the hulk there are many 
weird and wonderful creatures to 
interact with, and strange objects 
to puzzle over. Infocom's usual 
atteniion to detail is omnipresent 
and most feasible inputs have been 
catered for. 

Starcross will nicely fill that space 
on your shelf - intercept it at all 
costs. 



ATMOSPHERE 87% 

INTERACTION 86% 

CHALLENGE 91% 

OVERALL 88% 



options cancel actions boo execute 




It's a really toentiM table, fit for a queen, 

(like yourself*) On tfte table you can see 

soee bran biscuits and a lar^e bone. 

Jtxanine the large bone. 

The bone is tbe leg bone of a wild boar; 

>txanine the daily calendar. 

There's sone writiny on the back paye of ttv 

calendar. 

>read urB 



LEGEND OF 
THE SWORD 

Rainbird, £24.95 (Amiga Price) 



uzar. ihe evil 
wizard, has 
amassed an army 
of mutated 
humanoids and 
plunged ihe 
kingdom of Anar 
into a state of 
fear. His power 
grows with every victory he tastes, 
so thai the only way to defeat him 
Is by finding and using the mystical 
powers of the legendary sword and 
shield. 

You are summoned by King 




Darius and the High Council of 
Anar and, together with five loyal 
followers, arc volunteered to find 
the sword and destroy Suzar 
before he enslaves the whole of 
Anar 

My first impression of Legend OJ 
The Sword was one of dismay as I 
looked at the icons and graphics 
filling the screen. 1 should not have 
been so sceptical: the game has 
instant appeal and very quickly 
engulfs you in the plot -game con- 
trol becomes secondary. Every 
location or action is displayed 



rr>ap 




I 

m 



:\ A Idoun 
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Gingerly, you lead your* it>eo up the crudely 
constructed path towards the thicket of- 
trees above, flrter several nerve-racking 
incidents, you Finally reach the clirF top. 
Before you, (winding its way East through a 



avenue oF dark giants, tangled branches, 
grejt gorse and thick shrubbery that 
continues as far as the eye can see and 



an 



graphically in one of two windows 
to the left of the screen, with a 
scrolling map of your immediate 
surroundings to the tight. Centre- 
screen are the icons to control 
movement, below which scroll the 
text descriptions. 

80% of the game can be finished 
using the icon system, although 
for those of us who are hardened 
tcxt-inputtcrs the whole quest can 
be played using typed commands. 
The parser is surprisingly good, 
incorporating RAMSAVE/LOAD, 
FIND and GOTO commands and 
OOPS to backtrack your previous 
input. 

I explored the land of Anar for 
some hours - totally engrossed in 
the happenings on -screen -before 
I realised I had scored zero percent 
for all my efforts. Legend Of The 
Swcrd is going to prove tough to 
complete whilst being fascinating 
and thoroughly enjoyable to play. 

The only real difference I envis- 
age between the Amiga and 64 
games is the disk access time. 



ATMOSPHERE 87% 

INTERACTION 89% 

CHALLENGE 86% 

OVERALL 87% 
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DRACULA 



CRL 



Part three of Dracula Is extremely 
atmospheric- even I found il quite 
exciting in places. Fortunately, 
said places have since been closed 
down. Nevertheless, here comes 
the solution to the final part of Rod 
Pike's Gothic masterpiece; The 
Hunt 

You play the part of Van Helsing 
(what you might call a Gushing 
number) and it is in your study 
that you begin your quest to rid 
the world of the undead. 

Get the notes that lie strewn on 
your desk, then examine il to 
reveal a previously hidden key. Go 
W twice, examine the chair and 
get ihe coat - look in the pockets 
lo find some money. 

It is now time to leave your 
house. E, S, E, E and N lakes you 
to the local paper-shop; buy a 
paper and when reading il don'l 
forget to turn the page for more 
news. Leave the store and go E, N 
and W into the post office. 
Examine the rack (S» 10 find a let- 
ter; read it. You must now return 
lo your house for sleep before il 
gets dark, and don'l dilly dally on 
the way. In the morning go to the 
railway station (south of the junc- 
tion in ihe town) and gel a ticket 
for Stratford. When vou arrive, go 
W. S, S and speak the name 
Messrs Hawkins* for some useful 
information. After the uneventful 
journey back home. Sleep again. 

Now go upstairs and unlock the 
door, look around and pick up ihe 
net. Go W, W, E, D. S, W. W, W. lo 
the forest. Wait here until you spy 
the local nutcase. Climb ihe 
nearesi tree and drop the net on 
him. 

Back in your study remove your 
monacle (but don't drop il) and 
head off toward Castle Dracula. W ( 
S,W, W, W,W,W,N,W,S,E,S,S, 
S, W ( N and W. Pick up the stones 
and continue S, E, E, E, E, and E. 
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Examine the hut and break the 
window to get the axe. Now go W, 
W, W, W, W, S, E and S. look 
around and chop the tree down, 
Go W and S and give the axe to the 
female. Go N. E, U, W, W, N, look 
around and go D and 5 You are 
now in the castle courtyard -don't 
panic. 

Get the sack and All it with 
straw, go N and get the handle 
then go E. E, and N. Pick the 
drawer up and examine ihe cup- 
board to reveal a knife. Go S. E and 
E, sharpen the wooden handle 
with the knife and look around. 
Wait here for something pretty 
scary lo happen then empty the 
sack; use the monacle to reflect the 
lading sunlight so that the straw 
catches light and burns the door. 
Drop the garlic you just happen to 
be carrying and go D. Look around 
and examine the tomb and the 
remains; gel the laiter and enter 
the tomb, now go E. E, E and E lo 
the end of the game. 

The solution is brief - however, 
don't rush through the adventure, 
read every word of prose Mr Pike 
has written - you'll love it. 



V 





Shorter than I would like (but 
that's enough of my personal 
problems), scan these tips 
carefully, since there may be 
one to help you out of that 
seemingly Impossible situa- 
tion. 

Guild Of Thieves (Magnetic 
Scrolls/Rainbird) The room of 
coloured squares: the safe route is 
Violet, Indigo, Blue, Green. Yel- 
low. Orange, Red; or. from the 
Black square go SE, N. E, E, SE, S, 
SW and E to While. Alternatively 
from White, go NW f N, NW, E, SW, 
SW, NW. N to Black. 

Rlgel's Revenge (Master- 

tronlc): Once you have the Mine 
Detector, wear the headphones 
and turn the dial to 'Mine'* Out- 
side the hut introduce the Intelli- 
gence Bomb to get past the RigeIN 
ion Guards, 

Football Frenzy (Alternative): 

Pay all but Ma, call Miss Jones and 
give her the book, Wait until she 
leaves then go N, gel the letters 
and post them. Search your desk 
twice to reveal some useful items. 

Redhawk (Melbourne House): 

To defeat Techno, throw the mag- 
net at him. Carry thecal lo capture 
the Rat. 

My thanks go to Paul Hardy for his 
assistance. 



CLEVER 
CONTACTS 




Mr Marshall of Cheshire wrote to me disgusted by 
the behaviour and lack of consideration shown by 
those of you requiring his help. He is 'sick and tired' 
of being phoned at ungodly hours to answer ridicul- 
ous, petty questions-some of which had nothing to 
do with adventures! It is because of the bad attitude 
of some of you that he requests to be excused from 
the Clever Contacts. Goodbye Bruce, I am sorry to 
lose you due to the inconsiderate behaviour of the 
few . . . 



Adventureland, Adventure Quest, 
Arrow of Death I, II, Ballyhoo, 
Blade of Blackpoolc. Borrowed 
Time, Buckaroo Banzai, Castle of 
Terror, Circus, Coldltz, Crystals of 
Carus, Cutthroats, Dallas Quest, 
Dungeon Adventure, Emerald 
Isle. Empire of Karn, Enchanter. 
Erik the Viking, Escape from Pul- 
sar 7, Espionage Island, Eye of 
Bain. Feasibility Experiment, 
Forest at the Worlds End, Ghost 
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CLEVER 
CONTACTS 




Town, Golden Voyage. Gremlins, 
Gruds in Space, Hatnpstead. 
Heroes of Karn, Infidel. Invincible 
Island, Kayleth. Kemilla. Leather 
Goddesses, Lords of Time, Lucifer's 
Realm. Magicians Ball Magic 
Sione r Mask of the Sun. 
Mindshadow. Mission Asteroid, 
Moonmist, Mordon's Quest. Mys- 
lery Funhouse. Mystery of Mun- 
roe Manor. Ninja. Perseus and 
Andromeda, Pharaohs Tomb, 
Pirate Adventure. Planetfall, 
Pyramid of Doom. Rebel Planet, 
Red Moon, Return to Eden. Ring 
of Power. Robin of Sherwood, 
Savage Island 1. Secret Mission, 
Ship of Doom, Sorcerer. Sorceror 
of Claymorgue Castle. Souls of 
Darkon, Spellbreakcr. Spiderman. 
Strange Odyssey, Tass Times, Ten 
Little Indians. The Count, Golden 
Baton. Hobbit, The Institute, 
Jewels of Babylon. The Journey. 
Never Ending Story. Pawn, Time 
Machine, Wizard and Princess, 
Quest ot Merravid, Tower of 
Despair. Tracer Sanction. Twin 
Kingdom Valley. Ultima I, III & IV, 
Urban Upstart. Ulysses and the 
Golden Fleece, Valkyrie 17. Vel- 
nors Lair, Voodoo Castle. War- 
lords, Waxworks. Winter Won- 
derland, Wishbringer, Witches 
Cauldron. Wizard Akyrz, Wrath of 
Magra, Zork I II & 111, Zzxz . , . 
Bob Shepherd, 106, Highfleld 
Street, Coalville, Leicester- 
shire* 

Heroes of Karn, Bored of the 
Rings. Gremlins. Voodoo Castle, 
Zim Zala Bim, Mugsy's Revenge, 
Tropical Adventure. Dracula, Holy 
Grail, The Pawn. Return to Oz, 
Masters of the Universe. Robin of 
Sherwood, Fourth Protocol, Price 
of Magik. 

Chrlstophe Brassart, 67 rue de 
1' Abbe Lemire, 59200 TOUR- 
COING, France. 

Tower of Despair, Dracula. Adven- 
tureland. Zim Zala Birn, Castle of 
Terror. Time Tunnel. Eureka. 
John Patorson, 8 Bracadale 
Road, Baillleston, Glasgow 
G69 

Tel: 041 771 7729 

Mordons Quest, Spiderman. 
Hacker 

Nigel 'Nemesis' Richardson 
Tel: 01 360 8325 

Zork I. U & III. Adventureland. 
Dangermouse in BFC. Earth- 
bound. The Helm. Marie Celeste. 
Temple of Terror. Valkyrie 17, 
Temple of Vran. Mask of the Sun, 
Lords of Time. Dallas Quest, 
Infidel. Mystery Munroe Manor. 
Gremlins. Supcrgran. Planetfall, 
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Ulysses, Blade of Blackpoole. Seas- 
talker. Hitchhiker's Guide. Ultima 
III. Search for King Solomons 
Mines. Skull Island. Murder on the 
Waterfront. Suspended. Cutth- 
roats. Sorcerer. Enchanter, Ninja, 
Stranded, Hulk. Mindshadow, 
Lord of the Rings. Starcross, Sub- 
Sunk. Worm in Paradise. 
Hampslead. Classic Adventure. 
Colossal Cave. Terrormolinos. 
Robin of Sherwood, Sherlock, 
Claymorgue Castle. Emerald Isle. 
Wizard of Akyrz, Return to Eden, 
Red Moon. Never-ending Story* 
Escape From Pulsar 7, Perseusand 
Andromeda. Golden Baton. Bored 
of the Rings r Empire of Karn. Ket 
3. Feasibility Experiment. Lucifer's 
Realm, Pilgrim. Secret Mission. 
Treasure Island, Wishbringcr. Cir- 
cus, Arrow of Death 1 &2.Ten Ut- 
ile Indians. Ring of Power Quest 
for Holy Grail. Kcntilla. 
Margot Sluckey, 14 Marampo 
St, Marayong, NSW 214*, 
Australia. 

Hulk. Spiderman, Voodoo Castle. 
Hobbit. Pirate Adventure. Merry 
Christmas. Robin of Sherwood. 
Price of Magik. Lord of the Rings. 
Nigel Leather, 45 Moreton 
Street, Winnington, North- 
wich, Cheshire CW8 4DH. Tel: 
0606 781028 

The Golden Baton. Worm in 
Paradise, Hobbit. Fourth Protocol 
(Pt 3 only). 

Andrew Blackman, 1 33 Ashen 
Drive, Dartford, Kent DAI 
3LY. Tel: 0322 76887 5.30- 
8.30pm 

Dungeon Adventure. Lord of the 
Rings, Quest for the Holy Grail. 
Hampstead. Lords of Time. Inca 
Curse. Espionage Island. Planet of 
Death 

David Lemon, 14 Norton Place, 
Dunfermline, Fife KYI 1 4RH 
Tel: 0383 728353 after 6pm 
Mon-Frl 

Leather Goddesses of Phobos. Zork 
111. Terrormollnos. Never Ending 
Story. Heroes of Karn. Mission I \ 
Gremlins. Robin of Sherwood 
Ron McKenzie, 3 Sllverstream, 
Freystrop, Haverfordwest, 
Dyfed SA61 2SN 

Adventureland. SubSunk, Heroes 
of Karn. Empire of Karn. Munroe 
Manor. Hacker. Classic Adven- 
ture, All early Infocom lilies, Jinx- 
ler. Guild Of Thieves, Plundered 
Hearts, Dracula. Hitchhiker's 
Guide. Mindshadow. Tracer Sanc- 
tion. Wlshbringer. Trinity, The 
Pawn. 

Chris Fleming, 235 Meola 



Road, Pt Chev, Auckland, N 
Zealand. Tel: 867074 

Voodoo Castle. Heroes of Karn, 
Pirate Adventure, Ten Little 
Indians. Hobbit. Lost City, Grem- 
lins, Wizard of Akynr. Quest for the 
Holy Grail, Zim Sala bim. Island 
Adventure. Castle Dracula. 
Paul Flanagan, 6 Corry, Bel- 
leek, Co Fermanagh, N Ireland. 
Tel: 036565 594 

The Hobbit, Erik the Viking. Castle 
of Terror. Eureka, Voodoo Castle. 
The Count. Heroes of Karn. 
Empire of Karn. Zork I. Zork III. 
Exodus. Ultima ML The Boggit, 
LordsofTime, Never ending story, 
The Hulk. Temple of Terror, 
Ultima IV, Seabase Delta. Kemilla. 
Valkyrie 17. Sherlock. The fourth 
protocol. The Helm. Wizard of 
Akyrz, Perseusand Andromeda. 
Lord of the rings (pan I ), Emerald 
Isle. Quest for the Holy Grail. 
Hacker. Colossal Cave, 
Steven Kelly, 4 South View, 
Whins Lane, Simonstone, 
Burnley, Lanes BBI2 7QU. Tel: 
0282 74765 (between 6pm and 
10 pm) 

The Hobbit, Seabase Delta. Ken- 
t ; Li Zzzz. Spytrek. Robo City. 
Imagination, Demon Knight. 
Koboyashu Naru. Tower of 
Despair. Time Tunnel, Citadel ot 
Chaos. Eureka. Sorceror of 
Claymorgue Castle, The Quest For 
The Holy Grail. 

Paul Hardy, 33 Fir Tree drive, 
Wales, Sheffield S31 8LZ. 

Hitchhiker's Guide. Zork I. Zork II. 
Planelfall. Leather Goddesses, 
Cutthroats, Infidel, StationfalL 
Dave Rogers. 15 Elm Terrace, 
Wcslfleld, Radstock, Bath, 
Avon BA3 3XP. 

Amazon. Borrowed Time. Castle 
ol Terror, Castle Adventure, Com- 
puter Adventure. Dracula pan I. 
Grand Larceny. Haunted House. 
Himalayan Adventure. Labyrinth. 
Mad Mummy. Mindshadow, 
Murder on the Waterfront. Never 
ending story. Ninja. Raka-tua Vol- 
cano. Scroll of Akhbar. Seabase 
Delta. Silver Mountain. Subsunk, 
The Boggil. The Dallas quest, The 
Hobbit. Ultima IV, Voodoo Castle. 
Zork I. Zork II. Zork III, Zzzz, 
Mario Moeller, 38 Green vale 
Drive, Greenvale, 3047, Vie. 
Australia. 

Ultima IV. The Bard's Tale. Voo- 
doo Castle, Phantasie I. Never 
Ending Story. Dracula. The Prince 
of Magic. Borrowed Time. The 
Pawn. Seabase Delta. Deadline. 
Zork III, Wishbringcr. 
Derek Wong, 42 Ingram Road, 
Thornton Heath, Surrey, CR4 
8EB. 

Hitchhiker's Guide. The Hobbit. 
Lord o( the Rings, The Shadows of 
Mordor. Guild Of Thieves. 
Warren Lee Melia, I Thornhlll 
Avenue, Rlshton, Blackburn, 
Lanes, BB14EZ. 

Castle of Terror. The Hobbit. The 
Hulk, Mindshadow. Holy Grail. 
Redhawk. Snowball. Subsunk. 



Twin Kingdom Valley. Voodoo 
Castle. 

Jeff GUIan, 50 Tynedale Cres- 
cent, Penshaw, Houghton-Le- 
Spring, Tyne and Wear, DH4 
7RR 

Starcross. Suspended. Suspect, 
Leather Goddesses. Zork I, Zork II. 
Zork III. Deadline. Planetfall. 
Infidel, Cutthroats. Ballyhoo. 
Lurking Horror. Seaslalker, 
Bureaucracy. Trinity, Moonmist. 
Hollywood Hijinx. Hitchhiker's 
Guide. Wlshbringer, Sorcerer, 
Spellbreaker. Enchanter. The 
Pawn. Ultima 1, Ultima III. Ultima 
IV, Sherlock. Gremlins. The Hulk. 
Terrormolinos. The Fourth Pro- 
tocol. The Hobbit, 
Billy Kavanagh, 49 Drake Hall, 
Westhoughton, Bolton, BL5 
2RA. 

Never Ending Story. Zzzz. Quest 
for Holy GraiL 

Tony KInnear, 49 Wainwright 
Avenue, Hutlon, Brentwood, 
Es$ox,CM13 2SZ* 

Bally Hoo, Bored of the Rings. Bor- 
rowed Time. Deadline. Emerald 
Isle. Enchanter. Eureka (German. 
Arthurian. Roman). Gremlins. 
Hitchhiker's Guide to the Galaxy, 
The Hobbit. Leather Goddesses of 
Phobos, Mind Shadow. Munroe 
Manor. Moonmist, Pirate Adven- 
ture. Planetfall. Planet ol Death. 
Knight Ore Pt 1. Seaslalker, Ship 
of Doom, Spell Breaker. Spider- 
man. Starcross. Siationfalf, Tass 
Times. Lurking Horror, Tracer 
Sanction. Valkyrie 1 7. Very big 
cave adventure. Wlshbringer. 
Worm in Paradise. Zork I, Zork IL 
Zork HI. Ian Gay, 18 Earsdon 
Close, Wesidenton, Newcastle 
upon Tyne, NE5 2RL. 
Dracula, Frankenstein I, Kentilla. 
Quest For The Holy Grail. Gnome 
Ranger I. II, Eureka II. IV. Zim Sala 
Bim. 

Scott West, 10 Charnock Dale 
Rd. Gleadless, Sheffield, S 12 
3HP. Tel: 0742 656 128 

The Hobbit. Seastalker. Trinity. 
Leather Goddesses. Beurocracy, 
Hitchhiker's Guide. StationfalL 
Carl Kuttelwascher, 6 Robin 
Hill Drive, Camberley, Surrey. 
GU 15 1EG 

Heroes Of Karn. Empire Of Karn. 
Dracula. Seabase Delta. Spider- 
man. Hulk. Zzzz. Quest For The 
Holy Grail. Lord Of The Rings. 
Price Of Magik. The Pawn. Twin 
Kingdom Valley. 
A Ridge, 4 Corwallls Avenue, 
c hiton. Bristol, BS8 4PP 

Twin Kingdom Valley. The Hobbit, 
Hitchhiker's Guide. Return To 
Eden. Terrormollnos. Dallas 
Quest. Jinxier. Deja Vu. Shadow- 
gate. 

Steven Coomber, 6 Maysfield 
Close, Portshed, Bristol. BS20 
9RL. Tel: 0272 844218 <6-9pm) 

The Boggit. Hulk. Kayleth. 
Kobyasni Naru, Sherlock. 
William Stephenson, 10 
Inchcolm Terrace, South 
Queensferry, West Lothian, 
Scotland. EHJ0 9NA 



■ 




Spectrum Version 




Amiga Version 



C64 Version 



Check your local stockist for availability. 
In case of difficulty, available by mail order 
from: Palace Software, The Old Forge. 
7 Caledonian Road. London Nl 9DX. 
Send cheque or postal order for £9.99 



^C64. Spectrum, Amstrad cassette), £12.99 
(C64 disk). 04.99 (ST. Amstrad, Spectrum 
disk). £19-99 lAmiga) plus 80p PfiP. Access 
and Visa holders telephone 01-278 0751. 
Subject to availability. 



In thin month's instalment, our resident generalis- 
simo casts an expert eye over SSI's Questron II and 
offers some acute hints and tips to those who may be 
stuck with it. 




QUESTRON II 

SSI.C19.99 disk 



he cover of 
Questron ITs 
box amply pre- 
pares the pros* 
pective purch- 
aser for the con* 
tents and sub- 
stance of the 
game, if he has 
any experience at all with SSI's 
fantasy roleplaying epics. An 
impossibly brawny hero waves 
a sword at a book floating mysti- 
cally above eye-level, while vari- 
ous black-cloaked individuals 
rage unpotently in the back- 
ground This is, as the player 
may also deduce from the title 
itself, a sequel 

"Now I wonder what you did 
in Questron J7'\ I asked myself 
as I npped open the cellophane 
wrapper with my battle-shar- 
pened molars. "Saved the Land 
of Ox from hordes of ravaging 
monsters and one particularly 
nasty sorcerer with delusions of 
grandeur?" 

I opened the rulebook and 
read "Though you have com* 
pleted your quest to save the 
land of Questron from the crazed 
magician Man tor and his Evil 
Book of Magic . . . " 

Yes. it's another half-baked 
fantasy scenario providing an 
excuse to wander around a few 
mappable dungeons and wilder- 
nesses hitting monsters over the 
head and hoarding treasures. 
My increasing sarcasm about 
these plots is perhaps unfair - I 
don't know if Td be able to come 
up with something more original 
myself in the mushy fantasy line 
- but I can't help feeling that SSI 
must employ some talented and 
imaginative people, and that 
this sameness is more the result 
of laziness than lack of inspira- 
tion. Fantasy roleplaying 
scenarios of this type are also 
characterised by a complete lack 
of humour, while they cry out for 
self-parody; in contrast to 
Infocom adventures. for 
instance, which treat the whole 
dung eon -prowling environment 
with a refreshing pinch of salt. 

The player, as usual, takes on 
the part of Resident Suicidal 
Adventurer (Full-Time). He has 



Just saved the land of Questron 
from the yoke of tyranny, but 
Mesron the Great Wixard is not 
satisfied. Mantor's instrument 
of power - the imaginatively- 
titled Evil Book of Magic - is still 
in existence, and it is apparently 
flame-proof; the only way to 
destroy It is to go back in time 
and make sure that it is never 
created in the first place. To this 
end, the adventurer is sent back 
in time and space to a place 
called Landor, a realm ruled by 
Wise King Keflar but plagued by 
the usual prowling monsters 
and in danger of insurrection by 
Mantor and his council of Six 
Mad Sorcerers. All advantages 
that he may have gained in solv- 
ing the original Question are 
wiped out. because the charac- 
ter has never existed on Landon ; 
this may be infuriating for fans 
of the first game, but at least it 
means that players of the sequel 
axe at no possible disadvantage. 

The packaging is of SSI's usual 
high quality. There is a booklet 
printed on what I think is sup- 
posed to be parchment-look 
paper , which contains the 
storyline and a catalogue of the 
monsters to be found wandering 
about the land. A short descrip- 
tion of each adds a bit of colour 
and depth to what is just a col- 
lection of hit-points when it's 
encountered in the game itself. 
A small card leaflet disposes of 
what rules there are with admir- 
able brevity. 

This is not a complex game at 
all, in terms of rules. It inclines 
very much to the m i n i m alist 
school of computer roleplaying. 
The player doesn't even have to 
roll up a character: though the 
character does have the usual 
list of attributes like charisma 
and intelligence, they are 
automatically set at a standard 
level and there is no opportunity 
to adjust them. The attributes 
do affect things like the proba- 
bility of hitting in combat and 
the damage done, but it's easy 
to forget they exist in play. More 
important and visible are the 
three simple status values of hit 
points, food and gold, which are 
displayed permanently on the 



screen. Every character starts 
off with a straight two hundred 
in each. Hit points perform the 
usual function, food is consumed 
as the character travels and 
must not be allowed to run out, 
and gold, which is found on 
monsters and in treasure chests, 
can be used to buy weapons, 
armour, more food, more hit 
points and information. Landor 
is a very materialist society; 
even its priests badger for con- 
tributions. 

The player has to prepare a 
character disk first, which acts 
essentially as a save game disk 
and doesn't take any time at all 
to format. Individuality is bes- 
towed upon characters only by 
their name. After the bare 
minimum of preliminaries the 
player's character is launched 
Into the game and landed - as 
usual - on the wilderness map a 
couple of squares away from a 
convenient town. 

There is a boating option on 
the command menu and a sec- 
tion on sea monsters in the 
source book, so I gather that 
there is more than one land- 
mass to be explored. The first 1 is- 



land' is fairly, though not impos- 
sibly, large and contains plains, 
forests, swamps and mountain 
terrain. Liberally dotted about 
the landscape are towns, and 
there are also a few cathedrals 
and Castle Redstone, the abode, 
by inter dimensional video link, 
of your mentor Mesron, 

Moving about the wilderness 
is an easy matter of guiding the 
figure on the screen with the 
joysticks. The time passes of its 
own accord, but not impossibly 
fast. There seems to be no seri- 
ously noticeable terrain effect, 
though as might be expected 
the adventurer's journey is fre- 
quently interrupted by random 
encounters with beasts approp- 
riate to the environment; differ- 
ent nasties appear on the moun- 
tains and on the plains* 

Other actions are carried out 
by selecting the appropriate 
command on the permanently* 
displayed menu. The player can 
choose to fight, speak, use an 
Item, wear an item or board a 
ship. He can examine the attri- 
butes and possessions of his 
character at any time, and save 
the game unless he's down a 




I apologise for the sporadic appearance of 'Despatches', Britain's 
foremost forum for the opinions of the computer strategy gamer - 
it keeps getting squeezed out for reasons of space. However, I read 
and consider every letter, so keep writing I 

CONSTRUCTIVE CRITICISM 



Dear Philippe. 

This letter Is mainly concerned 
with information which I hope 
you will provide. First of all I 
have only one strategy game, 
Vietnam, which I think is bril- 
liant even if nobody else seems 
to. Through this game I have 
become very interested in war- 
games and RPQs. I would be 
grateful if you did a detailed 
review of Wargame Construc- 
tion Kit and if you still haven't 
received a copy then I've only 



one thing to say to SSI/US Gold- 
send one! 

Also. I'd like to know if there 
are any boxed wargames being 
made and who makes them? If 
not. where could I obtain old 
wargames? 

Finally why do 'Despatches' 
and 'Tactics' only appear when 
they feel like it? I can't believe 
nobody is writing to you. 

Andrew Fletcher, Cannock. 

Well. I wish a few more people 
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dungeon (and therefore in real 
danger). Manipulating this 
menu is straightforward 
enough, though with the joys- 
tick it's slightly clumsy and can 
lead to mis-selection in the heat 
of combat. 

The towns are laid out very 
much in the style of Ultima TV 
with a variety of shops and 
characters wandering about. 
Not all towns have all facilities, 
but it's hardly a long trek betw- 
een centres of civilisation and 
most are well-equipped. The 
player can buy and sell armour 
and arms, stock up on food and 
hit points, buy pub rumours for 
the price of a print or gamble 
away some gold on an interest- 
ing selection of games. There's a 
nicely presented version of 
Blaclqack and something called 
Wizard's Ball which looks like an 
offcut from some entirely differ- 
ent game. Gambling is not a very 
efficient way to make money in 
the realm of Landor - much bet- 



were writing to me, but as f men* 
uoned above the letters and tips 
normally get cut out, it at all t tor 
reasons of space. 'Manoeuvres* 
only has a meagre page alloca- 
tion, and my reviews tend to be 
over-enthustastically verbose ! 
The good news is that I have 
finally pestered SSI to send me a 
copy of the Wargame Construc- 
tion Kit, and a full review will 
appear next month. As for boxed 
wargames, you ought to be able 
to obtain a selection of these in 
any specialist games shop. Not a 
useful piece of advice if you live 
miles from any such establish- 
ment 

PI 

STRATEGY 
BY MAIL? 

Dear Philippe, 

I must say I'm glad to see ZZAPI 
producing a strategy column. I 
must confess to preferring 
games that take a little thought, 
since mindless joystick bashing 
has never really appealed tome 

Are we now going to see the 
elusive PBM Strategy Game? 1 
have a few suggestions for it. 
How about a modern-day diplo- 
macy game. Set up a world with, 
aay, eight emergent powers, 
throw in a few existing super- 



ter to take a trip out into the 
country and bash a Snooper 
Slink into submission - but It 
provides an amusing diversion 
for the player. Magic spells are 
also on sale in the towns. The 
character can talk to any of the 
wandering inhabitants, but 
their conversation is very dull 
and repetitive. The official 
rumours are not much better, 
and only occasionally amount to 
more than trite pieces of advice. 
At the outset, the variety of 
weapons and armour offered is 
not impressive It seems that 
time has to pass, and the charac- 
ter has to improve, before the 
shopkeepers of Landor get more 
expensive items in. 

More exciting than the towns 
in adventuring terms are the 
cathedrals, one of which houses 
the opening into the first avails* 
ble tomb and offers the player a 
chance at some serious under- 
ground adventuring. Tombs are 
mazes viewed in the same over- 
head way as the wilderness, 
inhabited by more vicious 
monsters and containing treas- 
ure chests and characters likely 
to send you off on the next bit of 
your quest. The first place to find 
is, however, Castle Redstone. 
The character is already m pos- 
session of a golden key which 
opens a door in the castle and 
lets him into the Hall of Visions, 
where Mesron offers periodic 
advice from the safe distance of 
several centuries into the future. 
On his first visit, the adventurer 
ia told to go off and find a magic 



powers and assign to the 
players the emergent powers. 
The whole aim of the game 
would be to increase your 
sphere of influence both dip- 
lomatically and economically 
until you gain superpower 
status. This could be done on a 
computer, setting up eight 
players in each world and using 
the magazines to report major 
happenings in each world as a 
contacts centre. 

I have a gripe - what about a 
decent fantasy battle-game? 
What I would like to see is a soft- 
ware house collaborating with 
Games Workshop to produce an 
excellent fantasy-battle 
scenario which could then be 
put out on both the computer 
and the Warhanuner Battle 
Rules. 

F Burns, Stevenston 

Spectrum owners already have 
a Games Workshop-produced 
fantasy wargame, if they can 
Bnd a copy; it's called Chaos. For 
Commodore owners, I don 't 
think Sorcerer Lord is at all bad. 
Its presen ta Uon isn *t wonderful, 
but the gameplay is compelling 
and unusually complex for a fan- 
tasy game. There are a lot of 
good strategy PBM games 
about, and the best way to find 
out about them is to get hold of 
a copy of Flagship, the PBM 
specialist magazine. 

PI 



wand I assume that the 
required wand is hidden some- 
where in the tomb, but despite 
several forays I haven't man- 
aged to stay alive down there 
long enough to find It, I have 
found another robed gentleman 
who wishes to be presented 
with another magic item before 
he will help me further, so that 
must be the next goal, Perhaps 
once I've found the wand Mes- 
ron will tell me how to get hold 
of a boat and sail further 
afield , , . m 

Despite the unoriginality of 
the concept and the implemen- 
tation, Questron IS is a great deal 
of fun to play and this "interlock- 
ing quest' kind of storyline is 
enough to sustain interest. 
There does seem to be a defini- 
tive narrative game structure, 
with the enticing promise of 
something different if you per- 
sist. There is, for instance, a 
whole aspect of the game that 1 
cannot comment upon because I 
didn't get that far; the real dun* 
goons, as opposed to the tombs, 
are displayed in animated 3D 
perspective. How well this 
works I can't say, because I sus- 
pect that the first dungeon lies 
overseas and despite several 
hours of play I hadn't even suc- 
ceeded in finding the first magic 
artifact. I would have been 



happy to carry on if 1 hadn't had 
to tear myself away to write the 
review itself. 

The complexity of the 
storyline amply makes up for the 
simplicity of the play. Many 
players will, indeed, consider 
the lack of statistics and com- 
plex combat to be an advantage. 
Questron IT is worth looking at. 



PRESENTATION 76% 

Well packaged and easy to 
operate. 

GRAPHICS 72% 

Respectable, given the type of 
game it is - the graphics ol the 
player charactei and monsters 
on the overhead view are 
rather small and indistinct 

RULES 66% 

Judged by Ihe usual standards 
of the companVi not very full 

PLAY ABILITY 87% 

The simple plav keeps the 
action smooth and fart, and 
the interlocking storyline is 
compelling. 

OVERALL 81% 

An entertaining example of its 
type though not the best a vail- 
ablo 



TACTICS 

This month Tactics concen- Mesron's tnterdimensional 
notes on advice (or those who video link, and once you get 
wish to venture forth into the there he will send you on your 
world ol Question If reviewed quest and give you some atta- 
in this issue A computer, a joys- bute boosts into the bargain 
tick and a good deal ol hub- The second place to head lor 
pended disbelief are essential is Rivercrest Cathedral, which is 
items ol equipment. And so is a inconveniently situated behind 
properly documented, unpi- a mountain range on the north- 
rated copy ol the game itself; west corner of the island To get 
there are periodic checks to see to it you need to buy climbing 
il you possess a copy ol the equipment, available at several 
instruction manualf towns in the Travel shops This 

The first island is not too big, cathedial houses the entrance 
and it's easy enough to make a to Rivercrest Tomb, 
rough map as you explore. The To loot chests, stand in Iront 
only features worth marking are ol them and choose the 'loot* 
towns, cathedrals and the cas- option (rom the menu, but bo 
tie Prom a vague shape it's easy very wary of doing this in 
to navigate - it might be a good cathedrals or in Castle Red- 
idea to make a note ol which stone 1 You bring down the 
towns offpr what facilities- wrath ol every guard in the 

It s a good idea to upgrade building, and I've never man- 

your armour and weapons as aged to escape alive after such a 

soon as you can afford It Buy raid Chests in the tomb, on the 

rawhide armour first of all, and other hand, are there to be rob- 

don't forget to wear it the better bed. 

weapons and armour won't be Tackle the tomb in several 

offered for sale until a little time forays, stocking up on hit points 

has passed, but when they are. between each and saving the 

a staff will inflict satisfylngly game before entering the 

large amounts of damage on wil- cathedral The moonstone 

derness and tomb monsters amulet provided you with food, 

alike, and ring mail offers and sooner or later you should 

reasonable protection, find a copper key which unlocks 

Your first destination is Castle some more of the doors in Castle 

Redstone, which is located on Redstone 

the southwest ol the map. One Beyond the copper' doors in 

of the locked rooms there will Castle Redstone you can pay 

open, if you use the golden key 1000 gold pieces to buy some 

you have in your inventory at the maps. But keep a pen and paper 

start of the game, and turns out ready: you don't get to keep 

to be the Hall ol Visions This is them, only to look at them! 



TRYBRIDGE 
SOFTWARE DISTRIBUTION 
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i" . ■ . IW*I 
AllvMrv I .Vj-' 

At i *»n Syndrome 
AdvTjct Fighter 
Adv An Studio 
ArctOiAllty 

An 1 : 1 ■ i 

Apollo IS 

A i rboum* flangpt 

AstMe force Four 
AtKtru 

ArhAneid*T*evng 

H.sttlef r..r r 

Battle Normandy 
Beyond lot Nl» 
Blood Srothen 
Sonic Commando 
Bed Cat 

ftMof Elite Vol 1 
Bob%»*»gh 

furtu- .!■ 

BUtkUmp 
BedUm 
SuggySoy 
B*r*r,lell2 

B*ngko*N*gh« 
Bubble Bobble 
Blood Valley 
B'devhCorilOl 
i " - Command 
Cetrienet War 
OubbyGrKtlv 

Combat School 
Champ Sprint 
C***fofmaG»m« 
Cyber no id 

CK«MmawrJOQO 

DarfcS+de 

Of tarn Warrior 

Delator 

DejAVo 

OHIer 

Defendr of Crown 
Demon Stalk*' 

Dan* Sceptre 
Or agonUa* r 1 or I 
Orvd 

Europe AbUi* 
Echelon 
EnJ^unmertt 
ll T t*6Pa<Hor J 
fnduroftacef 

mm 

EartnOttHlSta 
Athfttnchet 

FKrtngShert 
FlMh Point 
fnghtm#re 
hmfty 



CBMM 

CASS DtSK 
650 9« 
695 9« 
UM 

600 

650 9 9S 
6 SO 

15 00 ISM 
630 995 
6.95 10 « 
695 1045 
10 45 »* 95 
150 

6 50 9 95 
150 

600 9 95 
t4J5 
1475 
6 50 9 95 
6 50 10.45 
6 SO 9.95 
6 50 9 93 
450 
650 

6 50 9 95 
6 00 9 95 
6 50 995 
6 50 9« 
695 10 45 
1045 
650 9.95 
600 6 95 
630 995 
5.00 

995 13 95 
14 25 

695 

600 9 95 
600 6.95 
6 50 9 95 
6 50 9.95 
650 

695 1045 
6 95 10 45 
6 50 9 95 
MO 9 95 
650 995 
13 95 
9 95 1195 
S95 1195 
695 10.45 
600 6.65 
300 

2 00 3 00 
1425 
6 50 9 95 
295 495 
6.50 9 95 
6 50 9 95 
995 1195 
2 95 495 
12,95 
650 995 
5 00 9 95 
6.00 995 
650 995 
600 9 95 



TtTll 

Football Director 
FISSIrifceUgle 
football Manage 
All Manager 2 
5 Computer Hitt 
Fr«toyHerd« 

Fltntttone* 

Gt GtaneVnten 

GLneheriMH 

GulJ 

Goth* 

Gauntlet 2 

Guns moke 

Gryzor 

Gamt5aiAMatch 
Garfield 
Guild of Thieve* 
Gumhip 

HailtMorrtwuma 

HoppmMad 

Hertutei 

Heeckoech 

Head Over MeaH 

Infiftretorl 

10 

mi Soccer 
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Internet Karate 
Internet Karate* 
Impow UWOQ 2 
lkar*Werror* 
indy Jones Temple 

JeWftoolD'kneti 

KonarW Collection 

Kmghtmare 

Kernov 

Knightorc 

Uve Ammo 

UttNinte 

Marauder 
Medbelh 

Magnrf katii 7 

Morpnevi 
Match Day 2 

Meg J Apoc JiVtn* 

M n>h ', r 

MiniPim 
Magnetron 
19 Soot camp 
Ntnvu 

N*oel MameUGP 
Nebulut 

NowS 

North Star 
Outrun 
Oh No 

Peter Betrdtley 
Power Pyram><h 

Pal ton v\ Rofnme^ 

Fandora 

PacUnd 

Platoon 

Predator 

PHMPegeu* 



CASS 
600 

6 50 9« 
295 695 
6 95 9 95 
150 

100 

6 50 9 95 
695 B2S 
6M 895 
600 

600 9.95 
650 995 
6-50 6 95 
600 8 95 
645 1195 
650 

1395 
9 50 13 95 

14 25 
695 995 
650 
2.95 
3 50 
695 
6 25 
650 
650 
2 95 
650 
650 
650 
650 
6.50 

9 00 11 
650 
6.50 
650 
995 
650 
650 
850 
695 
600 

6.50 12.95 
995 11 95 
6 00 9 95 
6 50 9 95 

10 00 30.00 
695 1045 
595 995 
6.95 9 95 
695 1045 
695 1045 
6 50 9 95 
650 
650 
650 
275 
6.95 
6 95 

10 45 
650 
600 
650 
650 



Iff 



9 95 
9 95 
995 

695 
995 
995 
8 95 
9S5 
695 



995 
995 
9.95 
9 95 
995 

9 95 

995 



995 
995 

995 



9 95 
9.95 
995 
9 95 



Pawn 

Aram 

Power at Sea 

Paperboy 

Road Blast en 

Rimrunner 

Reach tor the Stan 

Rommel 

Rampage 

Rattan Saga 

Roerfwan 

Rtter 

Rolling Thunder 
Renegade 

Ring wan 
Red October 
Rev** 

Soldier of Ughi 
Sfcjtet/a/y 
Salamander 
Samurai Wemor 
Star Wan 
Side Arms 
Streetftgftter 
Stnbed 6 Throne 
Starke Hockey 
StrTpPoker? 
Street 8a*ketbell 
Sodd Gold 
StargNier 
Sentinel 
Sidewue 
Silent Service 
Superior ml 
Si**con Oreerm 
720* 

ShootemupCKit 
Stealth Fighter 
Skate or Die 
6P*kVon.2or3 
Spy* Spy Art* 

3 Stooge* 
10GtGame*1or2 

Teit Drive; 

Tram € Rape 

ToHeUAOack 

Trigger Happy 

Troll 

rrmcSMegih 

Trantor 

Target Renegade 

ThundercaU 
Teremei 
Tetm 
Te*o*n 

Vampim Empire 
Vl»en 
venom 
WtjetdWan 
W Clew Lead** bd 
Wonderboy 
WorW Tour Golf 
Wtjbell 

We are the Champ 
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CMS DM 
1395 

995 1395 
1045 

300 

6 50 9 95 
600 8 95 
14.25 
14-25 
995 
995 
9« 
9.95 
995 
9.95 
995 
1195 
995 
995 
9.95 

9 95 
995 
995 
9.95 
995 

995 
9 95 
9 95 



6 50 
6.50 
650 
6 00 
6 50 
600 
650 

1 00 
650 
6.50 
650 
6 25 
600 
650 
650 
6.95 

5 00 
695 
650 
6.50 
9 95 11 95 

2 95 3 95 

3 00 

6 50 
650 
950 
650 
995 



9.95 
995 
995 
695 
13.95 
9 95 1195 
6 95 1045 



6 50 
2 00 



9 9S 



10.95 

9.95 
10,45 
1045 
995 
995 
895 
995 
995 



6.50 

695 
695 
6 95 
695 
6 50 
995 
650 
6.00 
6.50 
650 
650 
350 

6 50 8 95 
6 95 1045 
6 50 9 95 
6 50 9 95 
6 50 9 95 
6.50 9,95 
800 9 95 
3.S0 

650 12.95 



995 
995 

9 95 



6.9S 10 4S 



Please send cheque/PO/ Access Visa No* and expiry date to: 
TRYBRIDGE LTD, 72 NORTH STREET, ROMFORD, ESSEX RM1 IDA 
Please state make and model of computer when ordering, 
P&P inc. UK on orders over £5.00. 
Less than £5.00 and Europe add £ 1.00 per item. 
Elsewhere please add £2.00 per item for airmail 
TEL. ORDERS: 0708 765271 




FOOTIiLL i 01RSC! 

SPORTS SIMULATIONS FROM E & J SOFTWARE (Established 3 Years) 
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Se^d to E & J SOFTWARE Room C3. 37 WeMmocr fto*J ENFrELO. MicWIrwi EN3 7iE 



Computer repairs 

F/xed Super Low Prices! 

Inclusive of parts, labour and VAT 




FIRST AID 
FOR 
TECHNOLOGY 



C64 
C16 

VIC20, C+4 
C128 
C64 P.S.U. (or sale 



1 week turnround 

★ SPECIAL OFFERS ★ 

£22 inc. . Free Game 
ClBinc. 
E22tnc. 
inc. 



inc. 



Cl4 mc • (fee game 

128 e»6 

^2 inc* free game 
C32 inc 

ELECTRON t19mc 
SPECTRUM P.S.U. sal* C10 inc 




Please enclose payment with item - 3 month warranty on repair 
Please enclose advert with repair 

W.T.S. ELECTRONICS CZ-P) 



S-9PortiinO taiid.Uiton. 



UH«T 1 k (TO AWT*. Tfle*. 265671 



AiiiM 





>RltES INCLUDE V A T. AND POSTAGE 
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Jnk bo* Miinh ovn 1 1 4 

(HetH «iir tt 

youwjni ihr J00 

When you l»uy dislcs for only £18.1* 
OR 50 *li*k* lor only £27 50 

fOOditk* for. only £44. $0 
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NcbuUt. Dcp< MD. FREEPOST. Kllroot Pjrk 
Iruhivirul Evuirs Onkklciitu^. Co. Aniilm 
BT»*\7HK 




1111 1 II Tel: (09603) S1020 1 I ■■ II 

KRKKPOST YOUR OBDF.R TODAY- NOST*Mf RKQUIflKD 
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Welcome, welcome, welcome one and all with a hey-nonny- 
nonny and a star-spangled tea bag to the very first edition of PCs 
TIPS. Now that the mighty Jaz has departed from ZZAP1 Towers* 
I have been assigned to fill his black leather flying boots as best 
I can. Be assured, though, that there should be no decline in the 
quality of tips, POKEs and maps (unless, of course, you stop 
sending them In) - and indeed, l T m hoping to bring a few 
improvements to the tips pages over the next few months. Again, 
I'm relying on the army of hackers and tipsters out there to help 
me out Don't forget there's a prize of £30 of software for the 
tipster of the month. Cor! Stunning, eh? By the way, while we're 
at tt . . • Next month there's going to be a super-dooper humper 
bumper 

MEGA TIPS SPECIAL!! 

We won't tell you exactly how big it's going to be just yet, but you 
can be sure It'll be larger than largeness itself! Any road, pull up 
a teacup, crack open the digestive biscuits and get down to this 
month's chewy selection of tips which Includes a map of Ikari 
Warriors and hacks a-plenty . . . 




EREBUS (Virgin) 



Get rid of all sprite collision today! Enter this listing from Martin 
Pugh, type RUN (RETURN) and follow the prompts. 



1FOR 



•,MoS 4 0 , ' 75 ' 9 ' ,69 '^^.B8., I4 , 76 . 9 



JET BOYS (CRL) 



Marttn Pugh of Holywell in Clwyd sent in reams of POKEs for 
games old and new, one of the newer ones being CRL's Incred- 
ibly tough shoot 'em up. Enter this listing, type RUN (RETURN) 
and follow the on-screen prompts for infinite lives, no guar- 
dians, and no weapon loss. 



I ALIEN (C 



listing for another CRL gam*, infinite 
trythings con bo had when you type in this program, RUN It 

I (tart I ho tupo . 



TRANS-ATLANTIC BALLOON 
CHALLENGE (Virgin) 

URGHH! If you were unfortunate enough to buy this game and 
can't think of any good reason to go back to it, here's one. Type 
in this Martin Pugh Hating, enter RUN (RETURN) and follow the 
on-screen prompts to have it well and truly 'sorted out'. 

• 5WuT-L Yr) ^ B f P KE338 - ,7 3 
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MOTOS (Mastertronic) 

Infinite lives in this queer little game can be yours at the cost of 
only a few minutes of typing. Get your fingers into gear and 
enter this Martin Pugh listing, then type RUN (RETURN) and start 
the tape. 




POLE POSITION (US Gold) 

Martin Pugh has obviously been rummaging through his antique 
games collection and has come up with an infinite time listing 
tor this elderly road racer. If you have it on some compilation or 
other get it out and, well, you know what to do - type It In, RUN 
it and start the tape- 




ELITE (Firebird) 



Way back In Issue . . . ooh ... let me see now . . . Issue 7, no 
less a person than Gary Penn printed some terrific credit-sav- 
ing pokes for this classic space simulator which has tong been 
one of my laves. Well, an anonymous person (who may be 
called Andy, but we're not too sure) has sent in a repeat of the 
cassette version hack with a couple of new cheats for you to 
try. To use them, first make sure you have a saved game on 
cassette, then type In the fotlowing listing. 



I would advise you to SAVE this tor future reference, then type 
RUN (RETURN). Now enter LOAD "FILENAME". 1.3 (RETURN) - 
using the name of your saved game as the filename - and once 
it has loaded type in any of the following to alter your status. 

POKE 9649.0-255 to change planet X co-ordinate 
POKE 9650.0-255 to change planet Y co-ordinate 
POKE 9661 ,255 for 25.5 light years' worth of fuel 
POKE 9670,255 enlarges cargo bay to 255 tonnes capacity 

POKE 9696.0-255 and, 

POKE 9697.0-255 set the number of Trumbles on board (hmmm) 

POKE 9699.0-255 number of missiles 

POKE 9719.0-255 number of kills 

POKE 9648,18 to wipe legal status to clean 

When you're finished type in SYS 8 192 to save a new file to tape. 
This is reloaded into the game with the filename CMDR and 
allows you to restart in a rather different Cobra Mk III . . . 
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THE TUBE (Quicksilva) 

How about getting rid of the collision detection in this game? 
Yeah? Well, you're reading the wrong tip, because this gives 
infinite lives and smart bombs for the Tracker II. What more do 
you want? Martin Pugh has spent a lot of time on this hack and 
does he get thanked? Just sit down in front of that Commodore 
and RUN this listing- Now say, 'Thankyou Martin/ That's better 



-^'inun 

237S 7 8 2 6 245 ' ,69 ' 3214 ^35.3,,69.,.14, 



I 
I 

H 

:« 

ii 
> 





DEEP STRIKE [DurellJ 

Deary-oh -me, this Isnt the best game in the world but if you're 
lumbered with it on the Elite Top Ten compilation you may as 
well have a go at this hack from Martin Pugh. Type the listing In, 
RUN H and start the tape for infinite ammo and bombers, and 
immunity from all enemy fire. 




•i i.S 50,49T05o,97flEAD ^=c + v^; 



FOUR GREAT GAMES 2 
(Mikrogen) 

Did you buy this compilation and are you maybe having a bit of 
trouble with Frostbyie and Pyjamarama? Well, it's obviously your 
lucky day, isn't it? Martin Pugh has worked out these cheat 
listings for those two games* which only need to be typed In and 
RUN to load the game with easy peasy mode engaged. 

FROSTBYTE (Infinite lives, ammo, and twang) 



i 



is 32oTo35 ° REA ™^.™j 




J 3 PRINT "DATA ERROR" 
|^«'.'«3.141.191. ai . 1 4 1 . 12 . ail41il88 



PYJAMARAMA (Infinite Wallies) 



•;i.S 320TO344READ ^=^V:POKE 



►■252,2, 96. 72 
^DATA 7 7.80.169. ;63 . U1 7> ?Q ?f . „ Q 



STARLIFTER (Mastertronic) 

Not Steve Lee's greatest game, but if its low price attracted you 
into a purchase and you're now finding it a bit tough, give this 
listing a whirl. It's another Martin Pugh hack, this time providing 
infinite lives. Type it in. RUN it and start the tape when prompt- 
ed. 




POKE 



■'FC=2303 THEN 
1 PRINT "DATA ERROR 




BATTLE THROUGH TIME |Anirog) 

You'll probably have to hunt around lor this Old Age Pastime, 
but if you've been bequeathed it or something, use this Martin 
Pugh listing to give your ship a touch of the Captain Scarlets 
and make it utterly indestructible. 



1 PRINT "| 
DATA 32, 



THEN POK 
'TA ERROR 




IMPOSSIBLE MISSION (US Gold) 

Wave goodbye to sprite collision In the US Gold version of this 
classic platformer, and make it slightly less Impossible- All you 
have to do is type In the listing below, enter RUN (RETURN) and 
start the tape when you're tokf. 



;:i.S 320TO347flEAD ^--c + v:POK E 
r'S' 104 ' 225 '' 69 ' 83 ^'.^^.^.,.,,, 

•! -6. ,20.3, 



FALCON - THE RENEGADE 

LORD (Virgin) 

The prolific Mart<n Pugh of Holywell has come up with an infinite 
time listing to put an end to this game's frustrations. As usual, 
enter the listing, type RUN (RETURN) and start the tape- 



READ 



1 PRINT "l 
DATA 32, 



'EN POKE 
ERROR" 



GARFIELD (The Edge) 

The POKEs for this slightly disappointing game in Issue 37 are 
all very well, but if you still haven't got a reset switch, you'll be 
glad to see that Martin Pugh has sent In a listing that does the 
same job - infinite food and awakeness. Put the tape in the 
cassette deck, type in the prog, RUN It and start the tape. 



1 FOR X 



.,X (Y: nex; 529T0562:READY:C = C ^:POKE 



For those of you who have got a reset switch, load the game, 
reset the computer and try out these silly colour-switching 
POKEs. 

POKE 3721 5.0-1 5 (RETURN} 

To change the sprite outline colour (this also changes the col- 
our of Garf's stripes) 

POKE 37205,0 (RETURN) 

to put the background into odd colour mode. When you're 
happy the colour scheme, SYS 24320 (RETURN) to restart 



CENTURIONS (Reaktor) 

To give this rather sad game a smidge more appeal, try this 
infinite energy listing which comes from Martin Pugh. As ever, 
type it in, RUN It* and insert the tape and press play when 
prompted. 



:!S. , ,?,•. , r Mo • 3 • ,69 • ^ ■ 4 '• ^ •3^.^ 



35,42. 96,-1 



HE-MAN - THE MOVIE (Gremlin) 

This is a reasonably easy game to start with, but your little 
brother or sister may appreciate some extra lives if they're 
trying to finish it. Type in this minute prog let, enter RUN (RE- 
TURN) and start the tape for infinite lives and no tears. Thanks 

to Martin Pugh for this hack. 






And there you had R. . , Did you spot the connection? Well, If you 
didn't I'm sure Martin Pugh of Holywell did. For hie sterling efforts 
Martin receives this month's £30 software voucher and a FREE tea 
bag which should be dropping onto his doormat before he can say, 
oh, you know ... the name of that Welsh station. Cardiff - that's it 
If you feel you have a similarly prolific hacking ability then send your 
words of wisdom to me at PC'S TIPS, ZZAPI TOWERS, PO BOX 1 0, 
LUDLOW, SHROPSHIRE, SY8 1 DB. where rich rewards await. 

Till next month and that Gordon-sized Tips section , . . Ta-ra 
Chucks! 
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In the first of an 
irregular series, ZZAP! 
provides a definitive 
guide to game genres, 
more specific than the 
hazy definitions of 
'platform* or 'shoot 
'em up'. Each month 
we'll provide some 
analysis not only of 
why they're the best of 
their type, but 
information about 
their origins and 
inspiration. This time 
around it's the turn of 
those programs which 
tax your brain rather 
than tickle your trigger 
finger . . # 

Feel tike a change from alien blasting? 
Fancy a bit ofsnmulation for the old 
grey master? Then 'puzzle * games are 
probably what you're looking for. The 
dictionary defines a puzzle ax *a toy or 
game presenting a problem that requires 
skill or ingenuity for its solution"; in this 
sense, the term 'puzzle game* has a 
somewhat indistinct borderline, and 
there are few programs apart from 
mindless shoot 'em upt which don't 
require some kind of mental leg-work. 

Take an arcade adventure like 
Pyjamarama for example, or arty game 
m the VPalty series for that matter. 
Success depends on making connections 
between the purpose of certain items in 
the gome, and having them with you in 
certain situations - hence the 
adventure denotation. 

Talking of adventures* you might 
think they could also be termed puzzle 
games? Well, although adventure 
games consist solely of linked sets of 
mind-bending scenarios, requiring 
intense lateral thinking, adventure 
games are just . , , well . , , 
adventure games, aren't they? They 
require ( usually) logical binding of 
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PUZZLE GAMES 



ZENJI 

Silvcrbird,E1.99 cass 



Originally a release on the 
Activision label, Silverbird 
(formerly Firebird) man- 
aged to pull off a terrific deal and 
re-release it with a £1.99 price tag 
which, along with its outstanding 
payability and frantic gamcplay, 
made it eminently worthy of a Siz- 
zler in Issue 26 of ZZAP! 

At the start of the game, the 
screen contains a central green block 
surrounded by an array of hexagonal 
blocks, which increases in size as 
play progresses. Each block holds a 
section of grey track, either straight, 
T-shaped or cross- shaped , which 
can all be rotated through 90" by 
guiding a rolling head onto them and 
pushing the joystick left or right to 
turn the tile. To complete each 
screen, all the tiles must be con- 
nected together to form a continu- 
ous track. 

Time is vital, with each level 
played against the clock; just to add 
to your worries, pairs of fireballs 
infest later levels, spelling death for 
the head if it makes contact. Tiles 
occasionally appear carrying a 
decreasing bonus. Guiding the head 
over this before the figure reaches 
zero adds that amount to the player's 
score* 

(Paul) Well, what can I say? This has 
been a favourite of mine for a long time, 
due to its inordinate level of addictive- 
ness'and the inspired concept which 
demands fast and logical thinking 
under increasing Pressure, like some 
feifuf a/Krypton factor test. The sim- 
ple tingle which bach the action only 
adds to the overall freneticism, by 
increasing in tempo as the timer tichs 
down. Its best feature, though, is the 
way that you can spend precious sec- 
onds scrutinising the network, looking 
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for the move which wtll solve the 
screen, only to accidently twist a tile 
you hadn 't considered moving and sud- 
denly finding the whole track lit up in 
green and the level finished. For me, 
it's this which makes Zenji the best 
puzzle game ever for the Commodore. 
Two quid for this! Now that*s what I 
call value for money! 

(Gordon) There's been a little dispute 
in ZZAP! Towen as to which game 
should receive the accolade - person- 
ally, I think Zenji just pips SokO'Ban, 
whose depth I didn't fully appreciate 
until I'd played it for a couple of 



months! This has got to be one of Fire- 
bird's best ever (re-)releases at any price 
- the gameplay is addictive from the 
start. The combination of time limit, 
aliens, and increasing complexity make 
it just hard enough to keep you gripped 
but simple enough to make you think 
'why didn't I see that before?'. Get up 
to about 20,000 points, and you'll dis- 
cover the real meaning of mental 
strain . . . If you haven't got it, get it! 



OVERALL 97% 
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disparau items to create a whole, and 
they do soma purely textual format. 

What we've defined as puzzle 
games 'for this Def Guide include 
programs such as Zenji, Soko-Ban 
and Tetris, which have their basis in 
the traditional puzzle toy or in the 
strategy elements of chess-roots which 
dm U really apply to arcade adventures 
or text-based games. For example, 
Split Personalities ii based on stidtng- 
bloch pussies - indeed, moving tiles is 
a recurrent theme throughout the games 
xve looked at More of that later, 
though . . • 

First, Here art the games old and new 
which we selected to re-rev\ew> 

ZENJI (Silverbird/ 
Acti vision) 

BRAINSTORM (Silver- 
bird) 

ROCK *N' BOLT (Activi- 
sion) 

SOKO-BAN (Spectrum 
Holobyte/Mirrorsoft) 
CONFUZION (Incentive) 
TETRIS (Mirrorsoft) 
COLLAPSE (Firebird) 
SCARAB AEUS (Ariolasoft) 
SPLIT PERSONALITIES 
(Domark) 

DEFLEKTOR (Gremlin) 

After a straw poll y we voted Zenji our 
number one puzzle game 9 and as such 
it receives the first ZZAP! Definitive 
award . , . 

Brainstorm from Silverbird is the 
most recent game of our pick, and is 
the only one of the nine which 
doesn't feature block/tile movement 
of some kind. Indeed, the game's 
concept is virtually original, involv- 
ing steering up to three lines of set 
length around a mosaic of coloured 
squares in an attempt to entrap one 
or two balls. The balls accumulate 
points when over certain colour* and 
lose points over others, so you must 
try to surround them whilst the 
score is increasing so thai a screen 
total is exceeded. 

Again, simplicity* freneticism 
and the demand for careful brain- 
work make Brainstorm a very chal- 
lenging and stimulating puzzle game 
indeed. The three difficulty levels 
and five starting positions make play 
highly variable; if it's frequently 
panic-inducing, it's also highly cap- 
tivating. 

OVERALL 89% 

The age-old Rock 'N'Bolt puts 
the player in the steel-toccapped 
boots of Louie the construction 
worker who has limned time to cap- 
ture passing girders and rivet them 
together into a design shown on a 
blueprint at the base of the screen. 
Louie can then make for a lift at the 
side of the screen and move up to the 
next of 100 levels. Music is the 
game's most prominent feature, 
since the puzzles are sometimes 
lacking in challenge - consequently 
interest isn't that durable. Availabil- 
ity is very limited, and it isn't really 
worth sending out search parties to 
find it, though it might be worth 
buying ai a couple of quid. 
OVERALL 59% 

Mirrorsoft released Soko-Ban 
(Japanese for 'Warehouse Man* 
ager r ) earlier this year to some praise 
from ZZAP! , but the game is expen- 



sive compared to our other samples 
(£12.99) and comes on disk only. 
The Soko-Ban of the title is faced 
with 50 different warehouses which 
have packing crates dispersed 
throughout them: these need to be 
shifted to marked storage points. 

Easy? Well , the task is made more 
difficult by the warehouseman's ina- 
bility to pull cases. They can only be 
pushed, so care must be taken 
always to keep cases where the 
player can get behind them. This 
requires much forward planning 
and copious thinking, essential to 
the prevention of rash » immobilising 
moves. Consequently, playing SoAo- 
Ban is almost like trying to solve a 
Rubik's Cube - less abstract, but 
rather more difficult, and so it has 
enormous head -scratching appeal 
for any would-be logician. 
OVERALL 94% 
▼ Keeping the ball on the red note 

nets points-easier said than done! 





▼ Who says manual labour a 
deliberation In Sofco-Ban 



easy? Crate shifting requires careful 



▲ As the shapes mount up, panic 
sets in. with Tetris 

Tetris is another Mirrorsoft 
release, even more highly acclaimed 
than Soko-Ban. Written in the 
USSR, where they take their think- 
ing seriously, it's played in an 
upright rectangular box, down 
which float coloured shapes. The 
player uses a joystick to manoeuvre 
the shapes left and right across the 
box and spin them through 90° so 
that when they finally reach the bot- 
tom they fit into the shapes already 
there, filling in any paps so that they 
form a solid row. when such a line 
is made the pile of shapes above it 
moves down - failing to construct 
rows causes the stack of shapes to 
build up until if hits the roof of the 
box and the game ends. 

Again, Tetris is one of these terri- 
bly simple concepts, which make 
such addictive games that you won- 
der how and why they haven't been 
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A Hkeroglyphicsglvetheonfyclues 

in ScarabseuQ 
made use of earlier. This game, how* 
ever, is like a psychological test ~ the 
brainwork doesn't slow down* and 
there arc no breaks because one 
lapse of concentration means you've 
suddenly messed up your whole 
structure of shapes and the backlog 
of missed Unkings has suddenly 
mounted up. Incredible mental 
stimulation accompanied by an 
equally incredible soundtrack. 
OVERALL 93% 

As its name suggests, the plot of 
Collapse hinges oo the player's abil- 
ity to destroy structures within a 
time limit > in this case structures 
made of sticks. As Zen the magic 
mole, the player negotiates the 
sticks , first loosening them and then 
knocking them down with a magic 
Rotix. Unreachable sticks require 
Zen to switch on some of his mole 
magic p which allows him to fly across 
horizontal gaps, build bridges and 
discourage the two floating nasties 
which frequently beset our subterra- 
nean hero* 

As usual with this genre, weak 
graphics and sound belie the quality 
of the gameplay. Reactions and the 
player's ability to think under pres- 
sure arc again put to the rest in what 
is a very enjovable puzzler indeed, 
OVERALL 88% 

Scaraboeus manages to scrape its 
way into this roundup on the 
strength of its puzzling subgames. 
The game itself is a golden oldie, 
now available on compilations, 
which casts the player as the 
explorer of the three labyrinthine 
levels of an Egyptian tomb popu- 
lated with energy -sapping ghosts 
and spiders. Treasures and aid are 
available by entering alcoves (the 




1 ZENJI 

Aoiviiion 

2 SOKO-BAN 

Spectrum Holobyte/Mirrortoft 

3 TETRIS 

Mirrontoft 

4 CONFUZION 

Incentive 

5 SCARABAEUS 

Arinlasoll 



tomb is displayed in 3D perspective ) 
and activating puzzles each consist- 
ing of an array of flippable blocks 
which bear varying hieroglyphics on 
one side and a common one on the 
other. 

By selecting a tile on an outer rim , 
a whole line of blocks can be made to 
flip over to show their other face; by 
strategic spinning, the player must 
get all the blocks to show the same 
glyph. Scarabaeui also has a minimal 
maze-solving clement to add to the 
puzzleabiliry, but these features 
aren't as prominent as the unrivalled 
presentation of the action which 
creates a superb atmosphere for the 
game. This, and the fantastic sound- 
track and effects are reflected in our 
overall rating. 
OVERALL 91% 




A Getting the spark to the bombs in 
matter ot block-flipping 

With its roots somewhere in the 
ancient arcade railway -shuffling 
game Gutumg Gut long ^ Confusion 
made the Sizzler grade back in 
August, 1985. Again, gameplay is in 
a sliding square puzzle format > each 
square holding sections of "fuse* 
which conduct a spark around the 
block* The squares must be man- 
oeuvred into such a position that the 
fuses connect the spark with bombs 
outside the block, destroying them 
before a time limit runs out. To add 
to the player's worries, water drop- 
lets randomly patrol the squares, 
dousing the spark if he fails to con* 
duct it elsewhere. 

Again, it's the familiar blend of 
simplicity and frantic action which 
makes Confusion such a winner* The 
game is played at such break-neck 
speed that there is precious little 
time for pondering strategies, so 
success depends on play being 
almost intuitive. Not the easiest of 



Confuzion onty looks like a simpli 



games to find these days, but a hunt 
through the bargain bins may reap 
great rewards. 
OVERALL 92% 

After a successful first release on 
the Domark label, Split Personalities 
is now making its presence felt on 
Elite's Hit Pack Volume One. Yet 
another variation on the sliding puz- 
zle game. Split Personalities 
attracted attention to itself by nuk- 
ing the object of each level the 
unshuffling of a picture of one of a 
list of celebrities which includes 
Margaret Thatcher, Ronald 
Reagan, Clive Sinclair and Marilyn 
Monroe. The game boasts a few 
other novelties, such as doors which 
whip tiles away, bombs which have 
to be pushed off screen before they 
explode, and a host of other objects 
which are brought together for 
bonus points. 

The gameplay is cluttered by all 



T Light entertainment? A good concept and interesting gameplay 
make Defloktor fun for a while 
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A The PM in Split Porsonatitiem 

the extra bells and whistles tacked 
onto it, and so loses a little of the 
simplicity which made some of the 
other puzzle games so successful. 
Still , Split Personalities does have the 
same fast and furious gameplay t and 
its novel content makes it a game 
well worth getting hold of. 
OVERALL 86% 

The plot oiDeftektor has the 
player debugging a computer which 
uses laser beams rather than wires to 
transmit information. Each screen 
has a laser generator and a receiver 
which have to be connected by 
deflecting the laser around obstacles 
which absorb light and cause the 
generator to overheat. Rotatable 
mirrors are scattered about the 
screen and the player uses these to 
bounce the beam onto destructible 
spheres. When all the spheres arc 
destroyed, the receiver's optical sen* 
sor is unblocked and the screen can 
be completed. Further on into the 
game, bugs appear which sit on the 
mirrors and twist them to com* 
pletcly the wrong angle. 

This is a very well presented game 
with a strikingly good concept 
behind it - the more leisurely pace 
leaves greater room for collected 
thought than some of the other 
games we've looked at. However, 
even though there are many differ* 
cnt screens* after a while the action 
becomes frustrating because instead 
of the mirrors moving totally 
smoothly, they jump several degrees 
at a time, causing the beam to miss 
an object which looks within reach. 
For the most pan! the game insists 
on the player finding the single route 
through the screen, and the resul- 
tant loss of flexibility is sorely 
missed. 

OVERALL 77% 

50, if you are considering anting a 
world-beating puzzle game, your 
xvatch-words should be 'simplicity' 
and 'frtneticism*. The standard of the 
genre is a very high one, mainly due to 
these two elements, though considering 
Soko-Ban'i mult, the former quality 
seems the more important of the two. 
It's noticeable also that the sliding tile 
variants have done best in our compari- 
son, perhaps because they improve on 
their already successful plastic counter- 
licitv is 
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parts. Again, simp 

In a couple of months xve'll be look- 
ing at another 64 genre - tn the mean- 
time t if wu feet violently at odds with 
any of this month '* Def Guide ratings, 
games selected or Chart toftrioni, 
Lloyd Mangram mil be nappy to hsten 
to (and maybe publish) your 
news , . . 




Last month's defeat by that disgusting, smelly pile of 
lard, Gordon Houghton, forced me to drown my sor- 
rows in a vat of Big Dom. Over the ensuing month, this 
has raised my spirits sufficiently to Invite a more 
worthy challenger into the ZZAP! arena to do battle 
with that giblet-like excuse for a human being, Paul 
'why aye, man' Glancey. 

I've been seriously disturbed of late that the quality 
of entries for my tournaments has been limited to more 
recent games almost without exception. All programs 
past and present are open to my Challenge - so if 
you've got any high scores for any game you think 
worthy to be pitted against the utterly miserable and 
inadequate ZZAP! crew, send them in! Victory will be 
all the sweeter . . . 

This month's candidate for Glancey-bashing is Mike 
Gordon Thomas, who claims he is no relation to the 
porcine editor, as his slender frame and designer T- 
shirt reveal. Ho hails from Caerphilly in South Wales 
and is currently studying what you humans refer to as 
A-levels - in Art, History and Geology. He numbers 
amongst his favourite games Impossible Mission II, 
Alien Syndrome, and the 30 adventures which he has 
completed. However, his chosen game is Cybemoid, 
and since he Is instructed in all forms of 64 gaming, I 
have high hopes that he will utterly crush his worm-like 
opponent . . . 




The mof ntng ol the Challenge sees 
Mike arriving early, a lact which 
visibly upsets the whingeing Glan- 
cey, who claims to have had 'very 
little practice' at the game. Giving 
htm a strong and swift cuff around 
his jug-like ears, I dismiss his 
plaintive ches with a laugh and a 
snort of Flash - so much more 
enlightening than the liquid, I find. 

As usual, Glancey is a quivering 
wreck, his skin crawling in fear and 
his bones rattling in terrified antici- 
pation - as he sits down at the 
monitor, I can almost see the vul- 
tures circling over his head ... My 
champion - er, Challenger - in the 
meantime is cool, calm and col- 
lected, knocking off high scores in 
practice with anogant ease. 



At the last minute, and as the 
tournament is about to start, the 
odious and odorous canny lad. 
now as firm and confident as a dis- 
carded snake skin, calls a ploy to 
unsettle his opponent; more at 
ease with the keyboard, he con- 
tinues to practise with keys. This 
visibly (ails to unsettle Mike and 
only has the effect ol making the 
already jelly-like Geordle quiver 
even more. 

After a couple more bottles of 
vintage Harpic (78 for you 
bleachiculture buffs) and with my 
vision already deteriorating, I call 
an end to the delaying tactics and 
pass an electric shock through 
Glancey 's tender regions to stimu- 
late him into action. Wobbling 
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Houghton and a friend borrowed 
from CRASH force their ample 
bulks behind the two opponents 
and settle down to take scores. 

I belch to signify the beginning 
of the Challenge; Glancey refuses 
to stir foe a good ten seconds 
whilst his opponent settles into his 
first thousand. At this Juncture I 
decide on the best of three rounds 
of ten minutes each, the highest 
score being deemed the winner. In 
order to test the players' skills 
more than a mere head-to-head, t 
have organised a cunning cheat 
mode of infinite lives which will lest 
the skill of point acquisition over 
mere luck. 

T 



By the end of the second I 
minute. Mike is already showing a 
significant lead over the human 
answer to the stick insect - his 
5,650 points easily overshadow 
the Thin One's paltry 4,460. The 
congenital Twlglet has already iost 
a life whilst his adversary mechan- 
ically blasts all alien formations 
and installations before him. 
Showing a dextrous combination 
of joystick and keyboard he 
ploughs through eveivthing that 
the game throws at him. Feeling a 
warm glow run through my cir- 
cuits, I take a long, coolcocktail of 
Vortex and Toilet Duck thought- 
fully provided by one of the lesser 



ZZAP! minions - surely my 
avenger is on the way to victory? 

After six minutes he's even 
further ahead: 19,000 thoroughly 
shames the ZZAP! chump's 
15,800, and his supporters are 
growing vaguely restless. Not one 
to stand discontent or opposition 
easily. I unleash a series of 
advanced subliminal cranial tor- 
ture waves and slowly, individu- 
ally, persuade the team to my point 
of view. 

Victory in the first round is an 
inevitability, as my champion 
sweeps to 32,850 points and a 
satisfied rest period; wasted Glan- 
cey's pathetic total is a measly and 



abysmal 28,675 - poor, even for 
him. He complains about suffering 
seven deaths during the first level, 
but I dismiss his ones with the con* 
tempt they deserve and laugh 
straight and loud into his near- 
tearful face. The smells of chlorine 
and 3-ln-1 mingle and have an 
obvious disorienting effect on the 
Skinny Excuse - he staggers back 
temporarily and sits down, whim- 
pering, Into his chair. 

Victory was all I expected, and I 
have complete confidence that my 
minion can perform the same feat 
once more with equal ease* So 
keen is ZZAPI'fl little mistake to get 
it over with, he insists on starting 
the second round almost 
immediately* Consulting my 
champion. I agree and settle down 
once again to a snort and a swig, 
waves of pleasure sweeping over 
me. 

Game Two follows much the 
same pattern of derision and heck* 
ling at the expense of the odious 
snippet of humanity, and awe at 
the speed and precision with 
which my Challenger dismantles 
all obstacles in his way. At five 
minutes it is 17,425 to 12,100; at 
eight it is 26 t 675 to 19,150. Glan- 
cey loses life after life, his promi- 
nent ears growing redder as his 
face whitens with increasing fear. 
Nothing stirs his opponent whom 
the jealous and disgruntled ZZAP! 
team consider to be a robotic plan! 
designed to achieve revenge for 
last month's humiliation. Such 



delusions afflict the minds of 
inferior beings. 

By the tenth minute, the Chal- 
lenger's supremacy is self-evi- 
dent: at 37,325. and with only 
seven lives lost during both rounds 
he towers over his adversary by 
almost 10,000 points, the bumbl- 
ing Geordie's final total reaching a 
measly 27,650. At this point some- 
thing strange stirred in my circuits 
- maybe it was the combination o! 
favourite bleaches and the general 
dizziness of victory, but I actually 
felt slight pity. In fact , pity is exactly 
the wrong word, since actually I 
wanted to see the skinny weed 
crushed Into a hole from which he 



Would you feel sorry for such a pathetic and scrawny creature 
as this? 




A The odious 013000/8 happy-go-lucky Stan Laurel smile is about to be wiped off by my glorious challenger . . . 




Happy and gay, tho bosom buddies celebrate my magnificent victory 






could never crawl without severe 
embarrassment . . . 

The result of my musings was to 
allow both players to continue until 
they completed the game, and see 
the scores each gained at the end 
of that period. Expecting total and 
utter shame and confusion to be 
witnessed upon the Weak One, I 
settled back in comfort, dreaming 
of my balmy days in the Crazed 
Schizophrenics wing of the Ursa 
Minor Psychiatric Hospital. Only a 
seismic shift of weight by the 
enormous Houghton brought me 
back to the present and its victori- 
ous gloating. 

Shocks confronted me, as my 
Challenger was killed five times on 
a single screen - he admitted he 
hadn r t had much practice in this 
area ot the game* an item which he 
had singularly failed to note in his 
personal application for an audi- 
ence with me> Glancey, mean- 
while, was growing in stature with 
every second, cruising through 
previously unexplored regions 
with the facility of a retarded sloth 
sinking in a vat of syrup. Some- 
thing had to be done. 





I called upon some hecklers 
from CRASH to assist my cause, 
the effect being immediate. Glan- 
cey suffered similar humiliating 
deaths very quickly, his weak 
nerves crumbling laughingly under 
the strain. Mike finished within six 
minutes, reaching a total score of 
63,820; Glancey, meanwhile, was 
hopelessly stuck somewhere in 
the middle of Level Three. 

Small and strange scents of 
danger were sensed from my 
Challenger as the feeble and hum- 
ble reviewer proceeded to amass 
first 50.000 then 60 f 000, with only 
a few more screens to go. Sweat 
trickled from his brow, a look of 
fervent panic in his eyes. Would 
Glancey catch up and defeat all my 
dreams with a dishonourable 
draw? 

I should have known better than 
to be concerned - the idiotic prat 



There is only one punishment 
which the skinny scraton-bag 
deserves . . . 
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A . . . his whole life flashes 
before him . . . 

4 ... but not for long 

reached the end of the level and 
the game with only 63,555; a good 
265 short of his opponent. It was 
close, but not that close . . . 

I celebrated my victory with 
many a flagon of Big Dom and 
many another chlorinated delight 
- my champion politely refused my 
offers of sharing a drink of the old 
vintages, the only fault I found with 
him. The rewards for the skinny 
entrail amounted to defenestration 
and a visit to the local hospital - 
such is the price of losing to the 
Scorelord's Challenger! 

Next month it's the turn of the 
bungling blubber-boy once more. 
He alone stands undefeated 
amongst the ZZAP! team; but I 
intend to scour the land for a hum- 
ble servant, one good enough to 
wipe the smile from that walking 
pork mountain's face. Until next 
month, I bid you fare well as I cel- 
ebrate my victory! 
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TOT (US Gold) 

336,850 Gary Woodhouae. Barrow nv 
Fumesa, Cumbria 

346700 Cnr*iian Taylor, Waterthorpe. 
ShtfWd 

291 ,800 Tony Summers. Wokingham, Berks 
ARKANCMO VI - REVENGE OF OOH 



141,790 Petre Sebeslien. Boris en ChabWe. 
France 

129,060 Bryan Gibson, Lochva*e. Dumfries 
71,130 Joy Bryant. Newcastle upon Tyne. 

BEAT fT (Mastertranlc) 

778535 Stuart Scattergood, Dee&Oe. Clwyd 
634,426 Dean James. W Bromwich, W M*ts 
446,095 Anthony Byng, Bromsgrow. Worca 

BANGKOK KNIGHTS (System 3) 

69.247 Faisal Hamkf. Perth, Scotland 
57 H »0 Steven Packer, Chelmsford, Esse* 
4 1 ,600 Gregory Jolley. Edmonton, London 

BARBARIAN {Palace Software) 

296.600 Marti Woodtaon, FeKham, MxJdx 
285,400 Robert Patcoe, Truro, Cornwall 
?£3. 600 Grant Mundy. Stony Stratford. MtHon 

Keynes 

BATTLE VALLEY (Rack-It) 

802,300 A J Beamish. SI Austell. Cornwall 
739,300 Karim Bouah. Tooting. London 
600,250 Martin Lear. HuddersfleW, W Yortti 

BUBBLE BOBBLE (Flrebtrd) 

5.952.430 Jake E. W Bromwich. W Mids 
5909.500 Jonothan Russet Wokingham. 



5,634.090 NeH & Kenny, Cralgontlrmy, 
Edinburgh 

BUGGY BOY (Elite) 

121.400 Jake E. W BromwKh, W Mlda 
120.340 Jonathan P©asne*» H ParWands. 
Northampton 

1 19,510 Jake E, West Bnyrrwtcft. W Mtia 
COMBAT SCHOOL 

302.060 Paul Inman. YarrJey, Birmingham 
290.630 Paul Rice, Yardley. Birmingham 
270.740 John Madder*. Coventry 

COSMIC CAUSEWAY (Gremlin Graphics) 

887.460 Gavan Flower, Werriboe. Australia 
550673 tan Kay. Enfield. MidcU 
499.691 Steve Lee. Guidtord, Surrey 

DRILLER (Incentive) 

I. 843,330 Kudly Bix. York 

668 580 Steve Pratt. Le*ghton Buzzard. Beds 
310.750 Steve Lee. Guddford, Surrey 

GAME OVER (Imagine) 

160,050 Rjch Davis, West Bromwich, W 
MttV li 

103.650 Nicholas Gttlen, Brussels, Belgium 
99.400 Mike Thomas, Caerpftiy, Wales 

GAUNTLET II [US Gold) 

Thor 

12761,453 Ged Keavenev Huddenjfteld, W 

5.202.000 Martin Lear. HuddersftekJ, W Yorks 
5.001 .763 Big John, COP. Newcastle upon 
Tyne 

Marfan 

24,863.449 G«d Keeveney. HuddmMd. w 
Yorks 

7.625.822 Marttfi Lear. Hodderafiekx W Yorks 
948970 John Glynn, Newcastle. Starts 

Thyra 

II. 296.316 Ged Keeveney. Huddersfiela.w 
Yorks 

3.343222 P Medley* J Lister. Newcastle upon 
Tyne 

2,001 ,223 Marw Lear. HuddersfleW. W Yorks 
Questor 

9,61 7.642 Ged Keeveney, Hudderstiotd. W 
Yorks 

4.62 1 .442 Marttn Lear. Hudderstiek). W Yorks 



3.60t ,448 Smai Paul. COP. Newcastle upon 
Tyne 

GRYZOR (Ocean) 

769.100 Neil Robinson. Leeds. W Yorks 
745.700 Lee Etarihaw. Blackpool. Lanes 
269,605 Patnck Finch, Penwortham. Preston 

G UNSHIP (Microproae) 

302.390 Paul GrrMlhs. Llandudno, N Wales 
279,985 Da vkJ Mothersole, Bishop* Stcrrford . 
Herts 

278785 R>chard Mellor Bridgewater. 
Borrmal 

HUNTER'S MOON (Thalamus) 

61 6.450 Lee Laurenson, Lerwick, Shetland 
472,150 Zsuzm Bettrson. Sutton-in-Ashfleld, 
Notts 

227.375 Matthew Upton. ElmleyCastie. 
Worca. 

I ( BALL Firebird) 

104.040 Marc Johnson. Broughlon, Chaster 
98.440 Gavtn Burnett. Westhrfl. Inverness 
60.249 Edward Marshall, Haxby, York 

IKARI WARRIORS (Elite) 

33 1 .000 L Woodhams, Reddrtch, Worca 
301 .900 Philip Cheshire, Rotherham, S Yorks 
301 .000 Ray Pasaefte. Yatton, Bhstol 

IMPOSSIBLE MISSION II (US Gold) 

1 04,000 Lae Smith. Southampton. Hampshire 
73.400 Dan BlewlR, Lowton. Warrington 
71.200 Andrew Dean. South Harrow. M*dd* 

INTERNATIONAL KARATE * (System 3) 

473,100 Terry Boudram, Collndw, London 
441.000 Stephen Cargill. Upminster. Esse- 
332.000 Wayne Chapman. Stoke Ferry, 
Norfofc 

IO (Retnbird) 

278.430 Kevin Holland. Harieeworth, Suffolk 
216.350 Marc Francos, Manor Park, London 
191,470 Paul Roper, Med way 6 Maidstone 

MEGA APOCALYPSE (Martech) 

187,620 Peter Clarke. Hartlepool, Cleveland 
180,620 Julian Brown, Chefrnsford. Essex 
1 73,540 J Constable, Wymington, Northerns 

METROCROSS (US Gold) 

1 .225.550 Stephen Oman. Astley. Tytdeatoy 
1,119,100 Matthew Raymond. Para Hills, 
Australia 

1,117,900 Jan Farmer, London SW16 

MORPHEUS (RainbJrd} 

1,321.485 Richard Pembndge. Wtrral, 

cSj^Per Hoffmann, Vordlngborg. 
Denmark 

427.706 K Daniels, Norlhott, Midd* 

NEBULUS (Hewmon) 

133.61 5 Micheel Gamefl. HatftekJ, Herts 
121.595 Jonathan Lawn, Wmdermere. 
Cumbria 

1 1 1 ,870 Matthew Morierty, Hurst Green. E 
Sussex 

OUT RUN (US Gold) 

66728.403 Marl.n Lear. Huddorshtfd. W 

66721,401 Duncan Pake. Guildford, Sunoy 
63,094,100 DomirbcUnby.Wewfyn. Herts 

PAC-LAND (Qulcksitva) 
61 4.990 Jake E, West Bromwtcrv West Mlda 
230.4 lOAian Chung. Tavistock. Devon 67.470 
PhJ Haflrwett. Shotlon Co*ery ( Co. Durham 



PLATOON (Ocean) 

i .004,600 Michael Aubert, Exeter. Devon 
997,00t)AdiDfumbie. Peckham, London 
837,400 R McGough, Slab**, Midd* 

PROHIBITION (lnfogremes) 

S22. 1 55 Sebastian Stephen. Victoria. 
Austrata 

Si 6,260 R>chard Pergeter. Coventry. W Mids 
£8.370 Andy Gaskell, Boot* Merseyside 

QUEDEX (Thalamus) 

999 Steve Pratt. Lo^Mon Buzzord. Beds 
949 Martin Hutsent, Numansaorf. HnOend 
935 Jon Cook. York, N Yorks 

RE-BOUNDER (Gremlin Graphics) 

1 1 ,250 J)73 Craig Knight, Keyworttv Notts 
2,470,584 MarcHodoe, Selby. N Yorks 
i ,853.21 3 Hayihem **shtainl ( Wottlon. 
Nottingham 

RENEGADE (Imagine) 

280.200 Simon Jones. Shoreham by the Sea. 
w Sussex 

206.055 Oevid Pocock, South Ooydon. 
Surrey 

1 96760 Dean James, W Bromwich, w M<ls 

ROAD RUNNER (US Gold} 

766.580 Glenn Black, Gainsborough, Lines 
576.690 Nigel Bra. Tettenhall 
Wotverhampton 

323.820 Haythem AJ-Kishtaim. Woltalon. 
Nottingham 

SKATE ROCK SIMULATOR (Masterlronlc) 

326.380 Brian Hambley r Prescoi. Metsoyiwle 
286.430 Justin Cole. Huddersfteld, W Yorks 
239.020 Sean Waftcer. Melbourne. Austral ta 

SLAMBALL (Americana) 

1 1.076.440. G Leslie, Berwick upon Tweed. 
HorthutrtMrtand 

9 4 B73 r 650 Dean Betts, Edenty/idge, Kent 
9,162.570 Gavm Burnett. Westhlf Inverness 

SLAP FIGHT (Imagine) 

800,950 Shawn Sutton. Southampton, Hants 
586,000 Matthew Viveash. Chmnor. Oxon 
477,900 Nick PavltL Fkjshing. Comwal 

SPORE (Ma start ronic) 

955.460 Terry Rodfem. Buxton. Derbys 
947.675 Matthew Cundy. Tavtstock, Devon 
940.300 Neil White. Cra^ontmny. Edinburgh 

STAR PAWS (Software Projects) 

04 1 .592 K Daniete. Northoil. Middx 
624.567 G Woodhouae. Barrow-in-Fumess. 
Oumbrti 

587,683 Edward Yu P Raynes Park. London 

SUPER SPRINT (Electric Dreams) 

962,300 Eric Watson. Berw*ck-on-Tweed. 
Northumberland 

340 .900 Dante* Carroll. New Maiden, Surrey 
27 1 ,500 Matthew Sears. Wort* 

TARGET RENEGADE (Imagine) 

282.900 Marcos Moret, Whetstone. London 
253,976 Patnck Finch. Penwortham, Preston 
215.100 Simon Jones. Shoreham. W Sussex 



TETRIS (Mirrorsofl) 

34.470 Stuart Scattergood. Doeside. Owyd 
;*8 820 Mtchael Reineke. Ludingheueen. w 
Germany 

1 2.025 Kelt Hamza. Crash Towers. Ludlow 
THING BOUNCES BACK (Gremlin 



3769.925 AJan Wescombe. 5w»ndon, Wilts 
2.053.532 WHem Caftaghan. Teton. W M*d8 
1 .877,565 Casey Qaiachor. Swatowfieid 

THUNO€RCATS(Ettte) 

286,650 Paul Inman. Yaidiey. Birmingham 
131,250 Jonathan Richards, Nuneaton. Warfcs 
N«cotas GWen. Brusaelee. Belgsjm 

TOY BIZARRE tArtMskxi) 

545.850 B|om Haten. Pa*p»s. Rnland 
329.550 Anil Khedun. Tottenham. London 
275 720 Michael Sharp© Peterborough. 
Cambe 

URIDIUM * [Hewson) 

575.0O5 Tim OoUee. No Fixed Abod« 
478,025 Nevlie Lewis, Port Talbot. S Wales 
244.505 Mchael Lykke. Viborg. Dwvnark 

VIDEO MEANIES (Mastertronk:) 

362.103 Ab»d Hussain, Longeight. 
Manchester 

250.541 Stuart Scattergood, Chvyd. N Wales 
250.361 M*chaei Palmer. Mftdsione, Kent 

VOIDRUNNER {Mastertronk:) 

6.492,260 ftchard Hawkins. Wolung. Surrey 
6.253,825 Grant Banrvster. Luton, Beds 
5.997,326 D Rice. Southgate H London 

WONDER BOY (Activrslon) 

852.210 Robert Cneaho. Queens Park. W 

467.540 P Sampson. Victoria, Australia 
403 930 Steven Catania, Spnngvale. Australia 

XEVIOUS (US Gold) 

1 .328.540 Co»i Greenaway. BtittyMltan Rd. 
Btfast 

824.380 Rntan Brady. V»rg*r**a, Ireland 
412.940 Matthew Ward. Bromley. Kent 

ZENJI (Firebird) 

33. 1 50 Owen Gorman. Cas Hebbyney, Co 
Mdraohii 

29,805 Julian Rtgnali. ZZAPt Towers 
28.820 Mtchael Remeke, Ludinghausen, W 
Germany 

ZOLYX (Fkeblrd) 

605,861 Edward Yu. Rayrm Park. London 
524,31 8 Rob Housiey. TWnesmead. London 



377,41 3 M Blasof . Cheadle. Chesrwe 
ZYBEX (Zeppelin) 

445,1 50 Ged Keavenev. Huddersf-eid. w 

397.950 ManosStylujnidos. London. SW16 
195.000 Mart* Lear. Huddertfeid, W Yrjrks 

ZYNAP3 (Hewson) 

216,440 Erik Sandberg, GUvle. Sweden 
212,400 Jonathon Day, Goeport, Hants 
209.375 EArnonn Sc»nloh. CO Kerry. Ireland 
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Novice or Grand Master, 
choose the Ultimate in 
Chess Software - Sargon III 



Sargon III is the result of over 21 man-years of development. It will 
play al precisely the level of difficulty (or simplicity !) you need. It 
will give hints, take back moves, replay for you - it will even change 
sides. Sargon III contains an opening library of over68,000opening 
moves, and itstoresover lOOClassic games in Chess History. In the 
US, it has won the PC World magazine Microcomputer Chess 
Tournament. And in field trials on 6502 and 68000 - based comput- 
ers, it has beaten its main rival, Chessmaster 2000. 

If you have never played chess before, Sargon Ill's manual will take 
you from the fundamentals, in a specially-commissioned section 
from the US Chess Federation. 



And if you are a Grand Master, Sargon HI will rise to the occasion 
- it's beaten a Chess Master rated 2209. 
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LOGOTRON 



Sargon III will be available at £ 19.95 for Commodore 64, Atari 
tS-bit) on disk, and £24.95 on PC, Amiga and PC. 



SARGON III 

THE ULTIMATE IN COMPUTERISED CHESS 

Logotron Limited, Dales Brewery, Gwydir Street Cambridge England CB1 2LJ Tel: (0223) 323656 
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WALKER'S 

WA Y- 



By Martin Walker 



Month five: And In that dark 
place a silence grew; a silence 
that threatened to engulf all In 
its encompassing reaches. It hung 
in palpable folds about the fabric 
of the forgotten corridors, its 
dusty films smothering the 
former majestic glory. Indeed, It 
was no longer a place for wonder. 
Now only caution prevailed; for 
only caution could be advisable 
in a disused city that held untold 
secrets and horrors. 
Each defence had been cun- 
ningly contrived, and no out- 
ward sign of danger was appar- 
ent, even on close inspection. 
There was one consolation only 
to be savoured - for even as the 
traps could close their grinning 
jaws on the unwary, so also they 
held no loyalty to their designers, 
and could be turned against 
them. 



Friday 13th May 

Sorcads the start of thestoryboard Iqt Citadel— 
■ 1 - ihc new game has Anally goLJ name and 
will enjoy a return this month to assembler ter- 
ritory* In the meantime the music demo disk 
must be finished, duplicated and dispatched to 
interested parlies! 

A clove of garlic hangs from my monitor 
today, to ward off evil spirits. I shouldn't worry 
realtv. as 1 3 is supposed to be Walker's lucky 
number. Anyway, the primeval thoughts seem 
to have a positive result, as a new voice enters 
the music library - ethnic pan pipes. And no. 
I've not sampled them either! Tney lit perfectly 
into the start of piece three for the demo disk, 
which sounds dark and mysterious. 



Saturday 14th May 

One channel of the SID chip went totally silent 
today, which caused a panic I can tell you! At 
first I thought the chip itself had gone faulty 
(Oh. calamity!) but on scanning ihe Program- 
mers Reference Guide it turned out rhat I was a 
victim of the dreaded noise lockup. If the noise 
waveform is set and another waveform is 
switched on then noise may disappear 
altogether. The cure is to set and reset the Test 
bit of the relevant channel - theediior had now 
been modified accordingly* Quite a relief when 



everything chimed in again, bin I suppose it is 
surprising that it hasn't happened before now. 

After that bad start, things picked up when a 
new technique was found to produce large 
four note chords on one cha n ncK Crossing my 
lingers, the next step wasan obvious one - use 
It on all three channels! Suffice it to say that 12 
note chords are now possible. Anyone who 
wants vast multi* layered soundtracks please 
bear me in mind * Til be opening for business 
in about a week's time (mind you. by the time 
you read this I could be retired lo Hawaii on the 
profits or living in a tent in Scotland to hide 
from the bailiffs - who knows?) 



Sunday 15th May 

That screaming rock guitar has crept in again. 
Mind you* with a thundering bass line, drums 
and four note backing chords it sounds just 
right. Belinda caught mc today playing an air 
guitar under headphones: head nodding, tor- 
tured expression on face, wringing imaginary 
notes from a nonexistent axe in total silence. 
Great fun -and it gets me in the mood for more 
music making! 



Monday 16th May 

A day of tidying up. Several things needed sort- 
ing out with the player, like adding a control to 
quickly clear any section of sequence or track 
memory and resetting step pointer* to return 
the operator to the beginning of the section 
(when I've allowed 128 steps in a sequence it 
can lake a long lime to get back lo step one by 
hand!) 

The tempo controls needed to be simplified 
- the byte values actually used don't really 
mean much, so Ihe editor now uses a table of 
these peculiar numbers, which then allows 
tempo values from one to eight to be shown on 
the editor screen. These are much easier to 
understand - I've never been able to under- 
stand how anyone can work well when they 
constantly have to perform mental manipula- 
tions to understand what they are seeing and 
doing. An editor should be designed toact asa 
buffer between the actual data and the 
designer, so one can concentrate on the crea- 
tive side -after all. if 20% ol your brain is juggl- 
ing with numbers, that's 20% not being used 
effectively! 





Tuesday I7th May 



Back to the Armalite sound effects for some 
revisions. I've been told thai there definitely 
won't be any more changes after this {!?), but 
as 1 enjoy the days at Exeter, and have been 
partly using this first SFX project as a means of 
hotting my editor and adding features in the 
Held, I don't really mind. One thing it has 
shown very clearly is that the only effective 
way to add sound effects toa game istohavea 
playable version lo work from. Only by playing 
ihegameand hcaringcverythingmjifwranthe 
effects be balanced and the 'feel' refined. 

The most important sound of all in any shoot 
'em up is thai of the player's main weapon, 
since you're likely to hear this almost non-stop 
during the game. There are a few games in my 
collection that have the monitor volume 
turned down during play, simply because this 
sound, although good by itself, gives you a 
headache when you trigger it eight times a sec- 
ond! The new one for Mrma/ifr hasakicklikea 
machine gun, but is well enough down in the 
mix not to overpower everything else, and 
when you stop firing it leaves the whine of a 
ricochet to add atmosphere 



Wednesday 18th May 

The sounds for Armalitt are complete and 
installed! Everyone was well pleased with the 
remix and new main weapons — it just shows 
how important the final mix can be. Wc played 
a subtly 'tweaked* version of the game that lets 
you begirrwith a fully -equipped armoury on 
board. Much devastation followed! The final 
version of the super- weapon sounds really give 
you the feeling of power, as a five beam laser 
cutsa swathe through an entire wave of aliens 
with one searing blast I We celebrated by crack- 
ing open a new bottle of Nescafe, and I 
returned at midnight tired but exhilarated * 
my first freelance SFX project has satisfied cus- 
tomers! 



Thursday 19th May 

Paul Cooper is arriving this afternoon to hear 
ihe new music demos. Apparently, word has 
already spread from Exeter yesterday about 
them (thanks guysl}. so this morning! really 
must put together all the relevant files on one 
disk, and design a screen display and menu sys- 
tem, so that he can have a 'iake-away\ 

There's nothing worse than someone giving 
you a demo that needsa programmer to run it. 
I've received demos that require you lo load 
two separate files by hand, and then type a SYS 
call before a single note can be heard. Most 
software houses won't have time to persevere 
further than the first piece in that format. First 
impressions are so important - just like reviews 
of a game in fact) 

Paul finally arrived at 8pm, He really 
enjoyed the music - mind you, being able to 
play it back through a large speaker system 
does aid the presentation! I think I may have 
my first customer for game music shortly. 



Monday 23rd May 

Time to get started with the duplication of the 
demo disks. About a do/en have now gone out 
to different places, and now ihe only thing to 
do is in wait for feedback. Back to the game! 

During the lulls in musical inspiration the 
sprite editor has appeared on the screen several 
times, and now various new 'creations' have 
emerged, along with more of the gameplay ele- 
ments. From the original city style and design 
to the present storyboard has been two and half 
months (not including all the time off to write 
the music player). I've been asked to prepare a 
proper storyboard for this project to explain 
everything that happens in the gameplay. As 
I'm used to letting the fine details evolve natur- 
ally, this requires some careful thought The 
emphasis is on exploration and surprise, since 
a single 'step' may trigger a trap as easily as 
reveal a needed weapon or device. 



Tuesday 24th May 

Just how many levels to include in a game is 
sometimes a more tricky decision than you 
might imagine. The careful design for my cities 
will allow me to store the graphics in a far more 
compacted fashion, allowing much more 
depth and variety for each level, but it has been 
decided io design 32 levels or less, which will 
allow many more features to be added to each, 
to provide greater depth lo each IcveL 

(suspect that many people took quite a time 
before they realised just how much was really 
crammed into Hunter '$ Moon — Citadel will have 
a free-running demo showing random sample 
levels, just to show the many features in action. 
I certainly know how disappointing it can be in 
a game to experience the opposite side of the 
coin, and find thai there isn't as much as you 
expected. After having Mutants for a few days I 
couldn't wait to finally complete the first 1 6 
levels so that 1 could see what new features 
came next. Alter playing for six hours non-stop 
my goal was finally achieved only to find -the 
same 1 6 levels with more difficult settings! A 
rather miserable evening followed! 



Thursday 26th May 

Yesterday was spent at Ludlow, after a kind 
invitation by Julian for a mega game-playing 
session chcz Rignall. We popped in to the 
ZZAP1 of fices around lunchtime to see Gordon 
and Paul in action and tempted all the workers 
out to the Dog and Disk Drive (they didn't take 
much persuading!) After a round of orange 
juices (honest - they serve freshly squeezed 
ones that are amazing!), a bite and a chat (we 
put the software industry to rights as usual), 
Jazand I got our joysticks out for a big session 
(our case comes upon Monday next!), Do you 
realise thai more of this diary appears in brac- 
kets than out of them? Perhaps my word pro- 
cessor should be modified to insert them 
automatically at the beginning and end of each 
sentence, 

Duringthe afternoon my peepers also got lo 
view some of the many Compunet Demos that 
filter their way into the ZZAP1 offices. There's 
one hell of a lot of talent out there, and I was 
suitably amazed. Some of the Venetian blind 
raster effects on show were breathtaking, with 
imaginative character sets and effects, and suit- 
ably hacked music (I was glad to see thai the 
composer was nearly always credited!). Inci- 
dentally, both Julian and Sieveare also graphic 
artists (they showed me some of their impres- 
sive work), so look out for their names in some 
rather different situations in the futurel 



Friday 27th May 

Today saw the scribble factor in action again, 
with a little session of algorithmic design to 
determine how the sprites will detect walls and 
other solid objects, to negotiate their way 
around the city. This simply entails looking at 
the next character in ihe current sprite direc- 
tion to decide whether to force a stop or 
explode (the sprite!). As my character set has 
always borne this in mind, all the 'safe' charac- 
ters like floors are at the beginning. If you've 
ever used SEUCK you'll know what I mean! 

In the evening some time was spent starting 
a new and more aggressive musical piece. This 
hasa bass line that growls! It seemsthat It will 
be possible to 'multitask' the music writingand 
game programming successfully - when the 
game is in need of further inspiration the writ- 
ing of some musicseems lo rejuvenate the grey 
cells very nicely! 



Monday iOih May 

After a long diversion into different territory, 
loday saw the first major advance into the 
Sprite Editor. Some time ago, you may 
remember, it was decided to redesign the main 
sprite. The definitive version is now complete 
- a mobile monitor (looking rather like a gold 
clad turbo-driven TV) which performs many 
different functions. Powered by floatation 



engines it can move freely around the cities, 
launch many varieties of weapons, probes and 
other devices, show Information on its own 
screen, and even indicate the answers to cer- 
tain questions by nodding or shaking its 'head' 
All theanimation for this is now complete, and 
I'm well pleased, since it will allow me to 
involve the player in much more interaction 
with the surroundings. 



Tuesday 31st May 

Several telephone callsduring the last few days 
showing Interest in the music demo also 
resuhedln a few tweaks to Its presentation 
today. Firstly, thecurrent piece being played is 
now highlighted (people can forget wnicn one 
they are listening to, you knowl) and instead 
of stopping dead when you press RUN/STOP 
the music now fades gracefully away. Also, 
since seeing the Compunet demos lasi week 
sometime was spent incorporating some rain- 
bow scrolling effects for maximum visual 
impact. After only one day, the overall 
'oomph* factor is greatly increased for version 
two of the demo disk, available on demand 
shortly) 



Wednesday 1st June 

Monday's sprites are now all set to be put into 
context in the game, with relevant animation. 
This proves fairly easy, but a bit more time Is 
taken to think through animation routines for 
the 'aliens', since each will require different 
animation speeds and number of frames. There 
are four types of aliens so far — a couple of 
menacing metal insect species with waving 
antennae, and an unfolding eye' which throbs 
rather nicely. Each type will have its own 
character. Some will attempt to homein on the 
player whilst others will protect vital installa- 
tions in the city (unfortunately they will also 
prove vital for the player!). 



Thursday 2nd June 

Today saw some much needed thought into 
ways of introducing more colour into the cities. 
If you saw the rough screen shots in last 
month'sdiary you will know the look I'm after, 
but with much more colour and variety. Col- 
our scrolling on the 64 is always a problem, as 
the processor is so slow that a large proportion 
of available time can be used up simply moving 
the screen about. All sorts of tricks can be 
employed, but the answer for many people is 
the Blue Peter method. This involves preparing 
a second screen of information already suitably 
scrolled in the required direction, so that when 
the fine scroll limit is reached, you simply whip 
out the one you prepared earlier (remember all 
those programmers on TV?) 



Friday 3rd June 

Start of the big scroll routine, including colour- 
Yes, I've decided to go the whole hog and shift 
the lotl This will mean less processor time for 
other things, but won't produce any noticeable 
limitalionsas long as thingsare carefully done. 
Most of the work will have to be done on paper 
first, since the algorithm requires optimising 
for minimum time (this one will take more 
time than any other routine!) 

After an exhausting day on paper, the even- 
ing brought a welcome return to musical piece 
four, and following a fruitful session resulting 
in a good intro. a bit more coding concluded the 
day. A complete reshuffle of the music editor 
memory map allowed me to save all of the 
music files (voices, noteiables, sequences and 
tracks) in one large chunk, toavoiu having four 
separate operations every lime an addition or 
modification is made. Every simplified opera- 
tion releases more brain cells to produce more 
fresh ideas! So, with a numb biain and throb- 
bing ears, but a more varied outlook. Til wish 
you adieu till next time. 
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THOROUGI 



If you've ever thought that after a 72 
hour Hunter's Moon stint there is no 
more entertainment to be had from 
your Commodore, you probably 
haven't heard of Compunet. If this is 
the case, read on . . . 

Well, Compunet (CNET or the 'Net to its Mends) 
is a computer communications system which 
links its 6,000 subscribers via their computer, a 
CNET modem and a telephone line. It allows 
them to share their own programs and views 
with all of the system's other users much more 
quickly and easily than they could using any 
postal service. 

Compunet is best described as a sophisticated 
development of the Bulletin Board system, 
which first appeared in the USA in the early 70s. 
This early system (nicknamed 'the Breadboard'! 
allowed micro users to call up a main computer 
and leave messages tor other users to see when 
they entered the system. The idea caught on and 
reached the UK in about I960 when numerous 
independent bulletin boards suddenly sprang 
up. 

Although these early bulletin boards were 
free, they nad their limitations - no real graphics 
capabilities, no method of charging a user when 
you sent him your software, two users couldn't 
interact with each other at the same time and 
telephone charges were expensive, simply 
because there was no national low call charge. 
British Telecom's BT Cold service didaWow users 
to take advantage of local call rates, but charged 
between £2 and £6 an hour just for connection 
to the system. The other main competitor didn't 
even have the facility to leave messages, and 
only authorised users could put material on dis- 
play - even then only if they had a special editing 

terminal and knowledge of complicated display 
control codes. 

In 1984, Compunet made the breakthrough 
of offering all the usual viewdata facilities (tele- 
shopping, bulletin boards, etc) and actually 
transforming the subscriber into the publisher. 
Its aim was entertainment for the users by the 
users, instead of being a one-way information 
service. Compunet al*o differed in its 
ability to handle (he input of many users simul- 
taneously and to use the graphics capabilities of 
each computer thai was on-line. 

vox POP 



Of course, since 1 984, communications 
technology has come on in leaps and bounds, 
and other services have moved closer to the 
Compunet specification. However, with regard 
to interaction, Compunet still leaves the otners 
standing. Users are positively encouraged to 
upload their own pages of news and views for 
the perusal of other subscribers, Consequently, 
when a new idea is uploaded and viewed, it can 
provoke such a large response from other 'Net- 
ters that soon a whole new section has been built 
from one contribution, 

A very straightforward menu selector-bar sys- 
tem makes page selection extremely quick and 
simple. Creating frames is just as easy, with a 
full-screen editor allowing the user to arrange a 

Eage of information and embellish it with 
eyboard graphics, then contribute it by sending 
it down the telephone line to the Compunet 
mainframe. Large scale contributions like this 
either on a single subject or from a single con- 
tributor, can then be organised by CNET's 
'Editor*. laneFirbank, into titled sections of their 
own, termed 'directories'. 

Popular directories on Compunet are BYTES 
(a world review of micro news from the States). 
HOTBED (the home of some very entertaining 
magazines written by subscribers) and ROCK 
(another magazine, this time full of record 
reviews, concert reports and news from several 




A Compunot's very own Jane Flrbank and Jason Gold 



contributors, some of whom are in the music 
business themselves). PEOPLE is a meeting place 
for a wide variety of interest groups from fish 
keeping to motor racing, 6510 supports a 
magazine which contains hardware and soft* 
ware news, reviews and previews for the '64 and 
Amiga, UTILS contains utilities to facilitate the 
most outlandish programming feats, ART AID is 

T Another DOKK drawing, this lime a Se/f Portrait 



a selection ot music and screen art utilities and 
DEMOS is the place where creative program- 
mers push their machines to the limits. As you 
can see from this Uny selection of the wide variety 
offered by the 'Net, there's plenty there to suit all 
tastes. 

New time you load up a game, check the title 
screen and you may find the name of someone 
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A ZZAPIZZAPing, a marvellous re-working of the ZZAPT Issue 25 cover, by A*h 



who landed Ihetr first programming contract 
after uploading a demo, a graphic or a piece of 
music to the Net. Bob Stevenson and Doug 
Hart?, who wowed just about everybody with 
K)> originally used their superb graphical and 
programming skills to produce some of the most 
stunning demos on CNET- If music is your forte, 
lake inspiration from Demon who had the 'Net 
resounding to the funkiest of tunes a while back, 
and is now coding music for a number of games. 
Such rs Compunet's power as a talent showcase. 




A Ash A Dave got Dream of the Blue Turlfes a la 
Stevenwn spinning back to back with Mac by 
IG to coma up wrth Double Density. 



LIFE OF A DEMO 

When a user selects a program or a page of Infor- 
mation to download, he has to pay the author a 
price set by him at the time of upload. Pages of 
infor rnalkffl and many other downloads are free, 
but some of the more useful software available 
incurs a minimal charge. This charge is then 
added on to the downloaded bill and taken 
horn the author's. 

Because of this charge and the fact that time 
on the 'Net costs money, there are a number of 
directories full of contributors who give details 
on, and even reviews of new uploads which 
allow the cost-conscious to go straight for the 
choicest material. 'Netters can also express their 
opinion on any contributions by voting, award- 
ing the item points up to 10. The CNET main- 
frame computer then works out an average mark 
which can be viewed by the user before he 
downloads the item. 

As well as giving an upload a price, its author 
also gives it a lifespan measured in days. This 
means that after a certain length of time the piece 
will be taken off-line, leaving the page free for 
new uploads. The amount of time for which a 
user can keep his upload on the 'Net is depen- 
dent upon his subscription type, which awards 
him 'page-days'. A page-day is defined as one 
kilobyte of information uploaded for one day; 
so, a 5K program uploaded and left up for five 
days uses 25 page-days. 

MUGGING 

A feature of practically every computer com- 
munications system is electronic mail, which 
allows a user to leave messages for any other 
user in a 'mailbox'. Compunet supports this, but 
also takes it a stage further with PARTYLINE, This 
lums your '64 into what is effectively a Citizen's 



Band computer, allowing the user to enter a 12 
room 'house' and chat in real time to the other 
'Netters inhabiting it. Up to eight people can be 
in a room at one time and numerous facilities are 
available to make gossips feel at home, such as 
a WHO command which displays who is in PAR* 
TYIINE with you and a CALL command to invite 
them round to your room. There's even a DICE 
command for fantasy boardgame players who 
can communicate their strategies through the 
system. 

Role-players are further catered for by FED, 
which could almost be described as an extension 
of PARTYLINE Written by CNET's Administra- 
tion Manager. Alan 'The Yeti' Lenton, Federa- 
tion II is a Multi-User Game (MUG) in which the 
player captains a merchant craft through the 
galaxy, trading, making alliances and dispensing 
information and misinformation to other players. 
FED players support their favourite game in FED* 
DER, where captains swap space-faring tales, 
and wealthier merchants lend out money* 
Interest rates are high, though, and debtors who 
don't pay their dues are soon shown the airlock 
door. The Mutti-User Dungeon, MUD is a simi- 
lar concept, which, much to the annoyance of 
its enthusiasts, has been off the line white the 
system is upgraded. 

HITHY LUCRE 

OK, so you know what sort of activities Com- 
punet has to offer, but how does it work? At the 
heart ol the 'Net is a custom-designed VME svs- 
tern, which crams almost infinite expandability 
into a unit the size of a large wardrobe: a far cry 
from the early days of Compunet back in 1984, 
when all calls were handled by an aged DEC 10 
system - *50s technology'. 

If the mainframe is the heart of the system, its 
connecting arteries are the telephone lines, and 
therein lies one of the main worries of would-be 
'Netters, namely thefearof recetvinga telephone 
bill that looks like (he budget for a Spielberg 
movie. As long as your telephone line is 
occupied, it is running up the bill, so your 
modem talking to Compunet for an hour is the 
same as you spending an hour talking to your 
aunt. Compunet's key to saving the subscribers* 
money is its use of a commercial communica- 
tions network called INFOTRAC which has 73 
'exchanges' around Great Britain. What makes 
this such a good system is the fact that, instead of 
having to make a direct link to Compunet in Lon- 
don (a long distance call for most areas) the sub- 
scriber only has to call up INFOTRAC and the 
call is billed as one to the nearest exchange, usu* 
ally at local call rale (about 50p an hour, off- 
peak). Compunet's latest coup is a link with an 
exchange in Eire which has opened up the avail- 
ability of this cheap call system to thousands of 
people in the Dublin area. Even better, though, 
Is the luck of users in Hull where, because their 



area is serviced by a private telephone company, 
calls to Compunet only cost 5p. 

Apart from download and line charges, other 
costs are relatively low. First of all* make sure 
your telephone is fitted with the newer 'Flat lack' 
socket, because you won't be reaching anyone 
if you can't connect h to the telephone system. 
The Compunet modem is available for £39.95, 
and after this initial ouday subscriptions are at 
one of two rates. Occasional users can pay £1 2 
per quarter and a connect charge of a penny a 
minute. More serious users have the option of 
paying £25 per quarter for a Cold subscription 
and taking advantage of no connect charges at 
off-peak times (6 pm to 8 am, Monday to Friday 
and all weekend). However, it's worth noting 
the current special offer: by subscribing for a 
year at either rate you also bypass the cost of the 
modem! 

Further charges are incurred by use of PAR* 
TYLINE and FEDERATION II: the former costs 
an extra £1 .00 per hour and the latter, £ 1 . 50. 

All this now compares favourably with British 
Telecom's own Prestel/Mtcronet setup which 
has just announced the imposition of a 1p per 
minute connect charge on Its subscribers; in the 
past, Preslel has offered low subscription 
charges and no time charge. Hopefully, this 
should make life easier for Independent com- 
munications services, and we should soon be 
seeing a boom in networking in Britain. 

NETTING THF FUTURE 

Something else that Compunet are quite proud 
of is the recent introduction of a \ 6-bh service for 
Amiga and Atari ST users. All the standard 
facilities of CNET are available, including Amiga 
user groups and ST software reviews, oul the 
multi-tasking capabilities and Ihe 80<olumn for- 
mat of the Amiga screen allow several windows 
on screen simultaneously, showing, say, the cur- 
rent directory on one side of the screen and the 
current frame on the other. Of course, the 
Amiga's graphics and sound capabilities can be 
; j &ed to their fullest, and pictures uploaded In IFF 
format can be ported across directly to the ST 
terminal software, allowing low-res Amiga 
graphics to be seen on an ST screen, and vice 
versa. 

ST users can only use a Hayes-compatible 
modem to access Compunet, which means that, 
unless you already own such a machine, an ini- 
tial outlay of around £150 will be required. 
Amiga owners can now consider themselves 
more fortunate, though, since CNET have just 
announced that prototypes of a new terminal 
program by Eddy Carroll (known to 'Netters as 
Allanon) have proved successful in allowing an 
Amiga to access Compunet with any Amiga 
modem, thus cutting out the expense of having 
to purchase a Hayes<ompattble unit. Il looks 
like we're in for an fully interactive future . . . 
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utkltieM nines around. Their 
greatest) piece to dole. CybftrUttL is 

round In (he Maniacs 01 Noise 
demo at ithuu. 
01 the oihei musicians on the 

Net, Mark WHm>ii |MW20) has a 

remixed version ol the Outrun 
theme ai 244745. us written on a 

version of the RockMonitor music 
niilil y P so it has lots nl dimpled 
sounds - including a few I'ump Up 
Tin' Volumes m the slant Ii takes a 
while to recognbe thai iliis really 
is the OuirutttitnCi but once it 
going, lis eueiicni. 

You may have seen various col- 
our-lade effect) in demm More 





▼ Everyone's lavouhte helical hero 
(by TEKNIX) makes an appearance 
in the LO-RES Picture Show with 
further contributions by GOD and 
WOODY 



with JASON GOLD 



In the first of a now regu- 
lar monthly examina- 
tion of Compunet 
demos, Jason Gold takes 
a peek at the choicest 
piccics, presents his cru- 
cial criticism and tells 
you all you need to 
know about exactly 
where to go . . . 



Oncol thereat ihin^sahoul writ* 

[ngdetnoslsihai you can be really 

wasteful with l he memory anil no) 
have to worry about it! l\>uhU' 
noisily by Ash and Dave (ASH b 
DIM 2 1 is one ol 1 he best examples 
nl ibis al HM02. II has two I airly 

\*i)te hi res pictures by Bob 




1 





T What's this? The loading screen from the Spectrum version oi 
Athena, one of three downloaded into the Spec-Tacufardemc 
by Hawk and Snortt 



LI 
1 



A CNETs master of the puellated 
portrait, DOKK brings us a 
marvellous rendering of No-one 
Special 



bin 1 be ultimate in «*Iour*cycllng 
on die M must be Magic Colours. 
uploaded by SLAYER al UK 1 110 
Anoihet upload by the ante 

author is Cfttdxa Bio\ at ifV7i w in 

ihe NATO directors, this is 
another don't -sparc-1 he-memory 
demo whh multiple sub-demos, 
lots o| nines and, ol course, lot sol 
scrollers. The main pan has no less 
1 hart six laiye pictures whkb 
hountcanmudlhescrcen to some 
^reai music, 

Finalb . Hawk anil Snnrk 
(GH I d) have Spa hhiiltir al 
)44.S5&. This has three Spectrum 
l(M<lin>* screens ported across lo 
the M - and pretty ^ood they are 
loo' 





— NOTHING STANDS 
IN YOUR WAY 





Screen shot from Spectrum venioa. 



PLYR1 
CHEHY 



icrt- f-n ahol irum COM 61 123 veiftion 




Serf ri ihot from Am*tr*d veninn 




EXPLOSIVE COIN-OP ACTION! 

Battle your way across the globe taking on the 
mighty fighting power of 10 awesome exponents 
of hand to hand combat. 
"A SINCLAIR CLASSIC" 

"Thoroughly impressive combat game 
which knocks Renegade for 6, Go damage 
someone.' 9 Sinclair User 

"It's fast, good looking and well hard" 

Your Sinclair 

cum 64 128 £9.99« - £14.99d 

Spectrum 48K £8.99t 
Spectrum 3£12.99d 

Amstrad £9.99t£14.99d 

Atari ST £ 1 9 -99d Am.ga £ 24 -99d 



IM 



3 GIANTS OF THE VIDEO GAMES INDUSTRY 




r.Ci> MpHia Hnlriinm l.tri. A Division of U.S. Gold Ltd.. Units 2 3 Holford Wav. Hertford, Birminqham B6 7 AX. Tel: 021 356 3388. 



REMEMBER all features are built in and 
available at the touch of a key. All features work 
with both TAPE and DISK. (Except multipart 
transfer & disk file utility). 



VP POWER 3 
JN REPLAY I 



WORE FRIENDLY AND WILL I 

aking a 'SNAPSHOT' of the 
ioesn't matter how the program 4 
sk - at normal or turbo speed. 

ISK TURBO - NOW EVEN FASTER! LOADS 

)NDS! - that's even faster than some parallel systems. Built into 
isave, scratch, Hlecopy. convert. Integrated with normal disk turbo 
rommands are required. Turbo and Warp 25 speed are entirely 

e to disk, tape to tape, disc to tape, disk to disk. 
INDEPENDENTLY OF THE CARTRIDGE. 

oiks with many ^^^^^^^^^V 





pe to 
for non 



Each program saved as a 

vn name into a game then restart it or 

# 

tandard features plus many more:- assemble, disassemble, 
tching, relocate, load save etc. 

* 

drive. All the usual commands - a useful hacking tool, 
with only one drive. 

cks. Converts formats to and from Warp 25. 



iing: AUTO LINE NUMBERING, DELETE, MERGE, APPEND, 
) directly from disk to printer or screen without corrupting 



ACTION REPLAY ENHANC 



DISK 



The biggest and best collection of special parameters and 
fill?- copy programs for transferring non-standard multi-load 
tapes to disk - games like LAST NTNJA, CALIFORNIA 
GAMES. LEADERBOARD, DRAGON'S LAIR - SEVENTY 
tnles in all. Almost all major titles covered Latest edition 
includes COMBAT SCHOOL, PLATOON. PREDATOR, 
GAUNTLET II. TESTDRIVE, SKATE OR DIE, APOLLO 18, 
THE TRAIN and many more. Cheats for infinite time, lives etc 
The GRAPHIC 5LIDESHOW - latest edition displays 
multicolour pictures or loading screens saved by Action 
Replay or any major An Package - Blazing Paddles, Koala, 
Advanced An Studio, Artist 64 etc Lots of fuit 
pnly £7.99. Upgrades - send £3,00 plus old disk. 3 



TAKES A QUANTUM LEAP 
HIV HAS ARRIVED! ^ 

BACKUP MORE PROGRAMS THAN ANY RIVAL UTILITY 

BUT THATS NOT ALL ... NOW AVAILABLE FOR THE SERIOUS PROGRAM HACKER » 
ACTION REPLAY IV 'PROFESSIONAL' " 

• All the features of the normal Action Replay IV but with an amazing on board LSI LOGIC PROCESSING CHIP. 
Plus 32K operating system ROM and 8K RAM CHIP. The first RAM/ROM based cartridge of its type! 





ALL THE MK IV FEATURES PLUS „. 
FULLY INTEGRATED OPERATION. 

The MK IV VrofiNtonil' b«f M the foattucs of tht- MK IV plus 
in onboard custom LSI LOGIC PROCESSING CHIP that 
integrates the whok* rancir oi u(ililu-*s and nwk<*N ilium 
available al the pi ess o! a button at any tunc* 
EXTENDED MONITOK 
The Professional' has an uxlia powerful rnaehmo 

code motutoi Because tt )\ds both ROM and Kant 
at its disposal the Professional can hwzv any 
program and then examine llit? WHOM: OF 
COMPUTER MEMORY in the frozen state including 
screen RAM, ZERO PACE and STACK 
Full feature disassembly* compare. Ml transfer hiinl. 
relocate. )ump etc. etc Inlanalltlu'leatuK^ofihelM'si 
fully blown momtoi available- Retmn to ihe frozen 
pioqrain at iht* press of a kvy at the point 
vou left it' An abtsolute must tot the pioqram 
^^^^ hackei 01 even i\w piouiamntorWhaBoedfl 

^^^^w 10 Llr ' n:o ' UK ptocirani 

INTELLIGENT HARDWARE 

The Profession 1 hardware is unmatc hed 
anywhete in the world today The signal loqie 
processing chip can cope with protection methods 
%\x ihey apiH-ai by react uui to us t-nvitonmout 
• RAM LOADER 

In addition to Waip 115. the AR4 Professional now han 
RAM LOADER. Making use o( its CMlbOAld BK Ram the 
Professional i:an also load commercial disks directly 
at up to 25 times not tnal speed Remember this falHII I 
is in addition to AR4*s unique Warp 25 feature that 
reloads all backups al 25 times speed 




UPGRADE INFORMATION 

MK ED TO MK IV. Jul lend £9 98 ud we will tend yoo the now MK I 
Chip 10 plug into youi cutridg*. fining Is v*ry »uy 
MK m TO MK IV * PROFESSIONAL'. 5*nd yoor old cartridge plui £ 19,95 
ud we will tend you * new Profeittoddl MK IV 

MK 3 Action Replay avmore can get E 10 n pin exchange against either the 
MK [V or Profession*! S«nd ok) canndge plus bftltnce. 



PERFORMANCE PROMISE 

Action Replay will bacirup any program thai any oth*r cartridge can backup 
- 4nd mox#: It alao hat an unmatched range of onboard !e*rui*» . Before you 
buy check our competitors ads 10 s« whai they offer and see how many ot 
ihe Aciwn Replay MK IV feeturu are either no* there or have to be loaded 
from Supergaie disks etc When you bay Action Replay if you don 1 ! find our 
claim* to be true then return it vnihln 14 days (or a full refund. 
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DAiEL 
ELECu^OniO 

DATEL ELECTRONICS LTD, FXNTON INDUSTRIAL ESTATE, 
GOV AN ROAD. FENTON, STOKE-ON-TRENT, ENGLAND 



SALES ONLY 


TECHNICAL ONLY 


L 0782 744707 


J 0782 744324 




HACK TO TH E 




1 36 months to go before the end of 
the millenium and we get sucked 
closer to the year 2000 by the vac- 
uum of Mel Croucher's time- 
warped Imagination. 



19 9 5 

JANUARY 
The new Pope is elected in Vatican Crty, the 
first time an electronic database has achieved 
this honour. Cardinal Hitachi Camcorda. a dis- 
tant cousin ol Wendy, the singing computer, 
takes the name of Pope Amiga 1 6-Bit the first. 
Sins can now be forgiven by direct debit, with 
the National Soul Board Installing credit card 
confessionals outside most banks and mas- 
sage parlours. 




FEBRUARY 
The last trace of the Brazilian ram forest van- 
ishes, and the cattle farmers bite off their own 
heads for sound commercial reasons. The har- 
vesting of the world's oceans begins to turn 
the ude in the battle against mass starvation. 
Plankton biscuits, krillburgers and seaweed 
sausages provide cheap protein at a fraction 
of the cost of mammal meat. Computer con- 
trolled fish farms are established in the North 
Sea, with the derelict oil platforms revitalised 
as ocean farm nerve centres. The farming of 
the Irish Sea is declared illegal by the EEC, due 
to unacceptable levels of radiation and chemi- 
cal pollution. 



MARCH 
Free trades unions are legalised in Poland, 
Hungary and Czechoslovakia. Free trades 
unions are banned in the United Kingdom. 



Drivers in New York suffer epileptic fits, when 
the City's traffic lights computer turns on to the 
delights of MTV. The House of Lords is finally 
reformed due to the ludicrous composition 
whereby 85% of its members are genatnc 
lunatics. Henceforth all of its members are to 
be geriatric lunatics* 

APRIL 

The private US orbital cryogenic cemetery. Af- 
terlife', becomes unstable, and seems likely to 
deposit 250 tons of metal, plastic, enriched 
uranium and corpse back on earth. It is 
decided to hud it out of planetary orbit, away 
from the Sun's gravitational pun. with the mes- 
sage 'we come in heavenly peace' stencilled 
on the main cargo hold. 

MAY 

The first marriage between a man and a lap-top 
computer is blessed in a Copenhagen church, 
where the practice of hand-helds is sanctified 
as the best way to avoid The Plague, which 
continues to spread like* er, The Plague. How- 
ever, medical science can now claim almost 
1 00% success in treating leukaemia, skin can- 
cers, carcinomas of the bowel, lungs and liver; 
the treatment of brain tumours using pre-natal 
cell tissue continues to make great progress. 
Cancer is declared a curable illness. 

JUNE 

Sir Chris Curry, the tounder of Acorn, gives 
away his ten millionth Keyline Shopping Com- 
puter, Launched back in 1988, his freebie 
book-size machines are now as indispensable 
to yuppies as the filofax. and are used for home 
shopping, travel and theatre bookings, as well 
as banking transactions. The Government 
agrees to issue Keylines free to all pensioners 
and disabled citizens, supported by discount 
agreements from leading supermarkets and 
mail order firms. The equivalent French system 
Teletel, launched in 1982, now has twenty-five 
millions users. A small company known as 
British Telecom Prestel ceases trading, having 
achieved only 350.000 subscribers. 

JULY 

On The busiest holiday weekend of the year, a 
telephoned bomb hoax closes the Euro Tun- 
nel. Gatwick airport and several ferry ports. 
Fifteen people are burned to death In a dis- 
cotheque while the nearest fire engine is 
answering a fake emergency call The newly 
formed 'Box Boy Avengers (gangs of well- 
organised vandals) succeed In putting 40% of 
public call boxes out of action, using high- 
bond resins and nitric acid. In a knee-jerk reac- 
tion. Parliament Is recalled from summer 
recess and legislation is rushed through under 
the Emergency Telecommunications Act. 
Henceforth all citizens eligible to pay the Poll 
Tax will be issued with multi-purpose ID/Tete- 
communication Cards. These must be inserted 
into all domestic and public telephone mod- 
ems before a call can be connected, and trans- 
mit the ID of the card-holder simultaneously 
with the location of that telephone, whenever a 
call is placed. Portable phones and incoming 
foreign calls are pinpointed by satellite coordi- 
nates. The public are assured that the 
emergency system will only be used when 
necessary to prevent terrorism. 



AUGUST 
Low yield stun guns are issued to the police on 
foot patrol Higher powered electronic * cattle- 
prods' are now commonly issued for riot duly 
such as football matches, rock concerts, and 
any other illegal gathenng where more than six 
people meet together in public. Private sec- 
urity firms have now been In operation tor 20 
years, private night-watch patrols for ten years 
and private militia forces for 12 months. 



SEPTEMBER 
The joint USA/USSR mission blasts off for the 
first voyage to another planet, as the Martian 
Luther King heads for Mars carrying a crew of 
three Americans, three Russians, an Indian 
and a tabby cat named Jules Verne, Continu- 
ing their budget software policy, Codemasters 
reduce the price of their games discs to ten a 
penny. 

OCTOBER 
The mountain gorilla is declared extinct. The 
African elephant exists only in zoos. Escaped 
wallabies continue to thnve in Wales. Bob 
Monkhouse is reported to be romantically 
involved with a large vat of baby oil and a full- 
length mirror. CRL and Electronic Arts fail to 
sue one another tor the first month since March 
1988. 



NOVEMBER 
There is an alarming increase In the number of 
babies bom with a single ear in the middle of 
(heir forehead. This is caused by their parents 
listening to Walkmen in mono, while making 
love. 




DECEMBER 
A mass campaign is launched against the 
Emergency Telecommunications Act during 
the season of goodwill. Office workers can no 
longer make free calls from work, adulterers 
get copped as soon as the phone bill arrives* 
kids can't use their parents' phones for the 
dial-a-smut service, hackers get identified 
every time they log on and heavy weathers are 
thwarted more than somewhat. These 
categories represent 69% of the population. 
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YENUARY 
On the 30th anniversary of the first Star Trek 
season, the original cast gets bacK together 
for one last episode titled 'Prop Me Up, 
Scotty' . Several of the space travel sequences 
are shot on location. The scene where a mons- 
ter seems to be erupting from Grand Admiral 
Kirk's stomach is not a rip-off from Allen, but 
merely his paunch floating in zero gravity. 




FEBRUARY 
The notorious computer viruses of the past 
decade are proved to have been fakes, all 
rumours having been sewn by the Federation 
Against Software Theft in an effort to scare the 
wtllies out of would-be software pirates. What 
really happened was that microcomputers got 
terminally bored by playing naff computer 
games and either went insane, or switched 
themselves off. 



MARCH 
The EEC takes legal action against the United 
Kingdom of Great Britain , Northern Ireland and 
Wendy over the continuing use of lead In pet- 
rol. Children In the Birmingham Multiway area 
are still shorter, more sickfy and with lower IQs 
than children in less motorised places, just as 
they were in the mid 1960s. 

APRIL 

Over three-quarters of all eye malfunctions can 
now be cured by laser treatment. In the West, 
designer plaln-lensed spectacles are becom- 
ing chic, now that contact lenses are obsolete. 
In central Africa, India and central South 
America, eye diseases caused by contami- 
nated water are also benefiting from portable 
laser units, as well as discardedspecs donated 
via chanty organisations. 



MAY 

The Turin Shroud is at last proved to be 
genuine, when the Turin Laundry Sill is disco- 
vered, along with an invoice for two planks of 
wood and three nails. 



JUNE 

With only 1 2 months to go before the Chinese 
take back Hong Kong, free elections are held 
in the colony for the first time this century. The 
Governor General, Mr Chuck Windsor (for- 
merly HRH, The Prince of Whales, formerly 
Wales) extends the vote to anyone over the 
of 18, including trees. 



the house, and rearranges the miracle into the 
shape of 101 dalmations and a giraffe, while 
waiting for the undertakers to arrive. Thus the 
secret is lost for ever, and the world is doomed 
to end round about Part Six of this series. 

OCTOBER 
An emergency supply rocket Is fired to 
rendezvous with the Mars mission. It contains 
free fall cat litter. 



NOVEMBER 
Sweden becomes the first country to abolish 
cash transactions. Computerised credits and 




JULY 

A consortium of Philips. JVC and Sony launch 
the Lookman. Measuring five Inches by six 
Inches by half an inch, utilising an erasable CO, 
a multi-channel television/satellite receiver 
and a three inch plasma screen, it retails for 
Ct 99. All over the world, joggers run Into walls. 

AUGUST 
Islamic revolution sweeps through the Soviet 
Republics of Turkmenistan. Kazakhstan and 
Uzbekistan. Soviet troops are recalled from 
Eastern Europe, the Chinese border, Latin 
America, Cuba. Angola, India. Korea and Viet- 
nam, and redeployed throughout the Southern 
USSR In an attempt to control the rebellions. 

SEPTEMBER 
The meaning of life is discovered by a tittle old 
lady living in a small village near Barnstable. 
She builds a model o* the solution to every 
problem ever known on her scullery table, and 
dies contented. Her son-in-law. a loose-cover 
salesman from Doncaster, wonders why the 
old dear has got such a weird executive toy in 



debits are automatically recorded via low-cost 
optical read-write terminals from the home or 
at points of sale. Credit rating files are open to 
inspection by the individual. Tax assessments 
and appeals are handled once a year on birth- 
days. Swedish income tax remains the highest 
in Europe, as do incomes and the standard of 
social services. The only losers are immigrant 
labour, who cannot afford to stay In the country 
as computers and robots handle more and 
more of their work. 



DECEMBER 
The first wireless transmissions made by Sig- 
nor Marconi at the beginning of the Twentieth 
Century reach the planetary clusters of Alpha 
Centauri on December 1 st. 1 996. Unit E4-UXB 
is made ready for yet another routine deep- 
space contact mission, ft is anticipated that, 
barring incident, It will reach the third planet of 
the Sol System round about one second to 
midnight, December 31 st, 2000 AD, local time. 
Roughly translated. Unit E4-UXB means The 
Ark'. 
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309 Goldhawk Road. London W12 8EZ 
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PRICE PROMISE 

If you wish to purchase any product from our list and 
find that you can buy the same product cheaper 
from another mail order company, simply enclose 
the lower amount, stating the name of the other 
company and where you saw the advert. (It must be 
a current issue). Price Promise does not apply to 
other companies' "Special Offers". 
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SOLID GOLD 


LIVE AMMO 


ONLY £725 DISC £10.50 


ONLY £7.25 DISC £1050 


GAUNTLET 


RAM BO 


ACES OF AGES 


TOP GUN 


LEADERBOARD 


GREAT ESCAPE 


WINTER GAMES 


ARMY MOVES 


INFILTRATOR 


GREEN BERET 



ONLY £7.25 DISC £10.50 
SABOTEUR DEEP STRIKE 

SABOTEUR II COMBAT LYNX 
SIGMA 7 TURBO ESPRIT 
AIRWOLF BOMBJACKII 

THANATOS CRITICAL MASS 



BEST OF ELITE VOL 1 

ONLY £4.99 DISC £7.99 
BOMBJACK 
COMMANDO 
AIRWOLF 
FRANK BRUNO'S BOXING 



ONLY £7.25 DISC £13.50 
SUPER SPRINT 
BARBARIAN 
RENEGADE 
RAMPAGE 
IK + 



BEST OF ELITE VOL 

ONLY £7.99 DISC £10.50 

PAPERBOY 
GHOST N GOBLINS 
SPACE HARRIER 
BOMBJACK II 



CM.W 

BQADBIASTWS 
HAST All 
ROT Of net 




10 GREAT GAMES 

ONLY £5.99 

AVENGER HIGHWAY ENCOUNTER 
FUTURE KNIGHT JACK THE NIPPER 
KRACKOUT WESTBANK 
BOUNDER TRAILBLAZER 
Footballei of the Year Monty on tfieRw 



Konami Arcade Collection 

ONLY £7.25 DISC £13.50 
YIEARKUNGFU MIKIE 
YIE AR KING FU 2 JACKEL 
SHAO UNS ROAD NEMESIS 
HYPER SPORTS JAILBREAK 
GREEN BERET PING PONG 



10GREAT GAMESVol 



ONLY £7.25 
AUF WIEDERSEHEN MONTY MASK 
JACK THE NIPPER II BULLDOG 
DEATH WISH III FINAL MATRIX 
RE-BOUNDER THING BOUNCES BACK 
Samurai Trilogy Basil Gt Mouse Detective 



COMPUTER HITS 10 Vol 1 

ONLY £5.99 

Brian Jacks Superstar Hustler 
Sorcerer Claymorgue Castle Ancipttal 

Special Operations Space PHot 
Seaside Special Jinn Genie 
Harrier Attack ChuckieEog 



GAME, SET AND MATCH 

ONLY £8.99 DISC £1150 

IfATURHG: Basketball. Soccer. Yaufl. 
Swimming, Shooting. Arenay. rnpW Jump. 
W^ghnmmg. Ping Poog. Petri Shooing. CycHog. 

Bonng. SpHngtoard Dwg Giant Slalom, 
(towing. Penalties. Ski Jump. Tug of War. Twins 
Baseball. Squash. Snooker. Pod 



6 PACK VOL 3 
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THE GAMES - WINTER EDITION 

Epyx/US Gold, £9.95 cass, £14.95 two disks, joystick only 




The latest sports simulation 
package from the Epyx 
stable comprises seven 
winter events: the Luge, Cross 
Country. Speed Skating, Ski 
Jumping. Down Hill, Slalom and 
Figure Skating, 

Five options are available from 
the title screen: compete in all 
events, compete In some events, 
compete in one event, practice 
one event, and select the number 
of joysticks in use. Three viewing 
options are also available: see 
world records, and the obligatory 
opening and closing ceremonies. 
Once selections are made, a name 
and one of 17 available countries 
are chosen. 

The first event is the Luge, a 
death defying sport which places 
the competitor on a tin tray hurtling 
down a mountainside course. Four 
tracks are on offer, the aim being 
to score as many points as possi- 
ble by completing the course in the 
shortest time. Three meters at the 
bottom of the screen assist swift 
movement: steer, drift and posi- 
tion. 

Next is the Cross Country race, 
with a choice of 1 km. 2km. or 5km 
courses against a human or com- 
puter opponent; rhythm, as with 
many Epyx sports games, is the 
key here. Following this is Figure 
skating - the only event which 
doesn't depend on brute force and 
ignorance! The first task Is to 
select the piece of music for the 
performance, and then choreog- 
raph a routine of up to 14 moves, 
depending on the length of the 
piece. To attain a top score you 




From the classy 
opening cere- 
mony to the sci- 
ntillating finale, 
The Games' mar- 
vellous presentation makes ft 
unmistakably a product of the 
Epyx stable. Unlike Its pre- 
decessors, however, this addi- 
tion to the series isn't likely to 
win the solid gold approval of 
armchair athletes quite so 
readily. Yes, the superbly 
designed and animated 
graphics are there as ever, but 
gameplay - where has that 
gone? Many of the sports are 
excruciatingly difficult to com- 
plete and, even when following 
the Instructions to the letter, 
the program always seems to 
expect supernatural intuition; 
in some events, the loading 
sequence Is longer than the 
action, even on disk! Trying to 
compete in the same sport 
more than once is thus so slow 
that tedium quickly sets in. The 
Instructions say "Practice. 
Practice. Practice'. Thanks, 
but 'No. No. No.' 



pi 



Maybe It's just 
because we've 
come to expect 
so much from 
them over the 
past few years, but this effort 
makes you wonder if the Epyx 
bubble has finally burst. All the 
events are good, but they're 
not quite brilliant - there's 
definitely nothing as outstand- 
ing as the sumo wrestling in 
World Games or the surfing in 
California Games. Graphically 
it's as good as we've come to 
expect, with some smart ani- 
mated sequences; but each 
event Is marred by small 
annoyances. The luge is made 
awkward by the rapid flick- 
screen action, the figure skat- 
ing includes a technically 
impressive by slightly dull 
choreography section and the 
cross country skiing is 
simplistic- That said, all events 
are beautifully presented (as 
usual) and the slalom, downhill 
and speed skating are great 
If s well worth a look, but don't 
be surprised if you're a little 
disappointed. 



A The Jane Torville lookalike prepares to begin her Ice-dance 
routine 



must have selected at least one of 
each of the eight different moves, 
and perform at least ten moves 
throughout the performance. At 
the end. the judges award approp- 
riate points for technical and artis- 
tic merit. 

Three skiing events are featured 
(apart from the Cross Country): 
Downhill, Slalom and Ski Jumping, 
In Downhill and Slalom you hurtle 
down snowy slopes whilst avoid- 
ing gates strategically placed 
along the route- Ski jumping sees 




I'm sure that sport slm fans will love The Games; 
personally! I'm not that keen on sports whether the 
physical or armchair computer type, so I wasn't 
really Interested - at first. However, after a few 
attempts I found that even I enjoyed it, although a lot 
of practice is needed to perfect the skills required to earn the 
much coveted gold medals. Graphically the game Is good, with 
some nice character animation, especially on the figure skating, 
although I found that on most of my attempts the poor girl ended 
up on her backside! If, after the deluge of other sports games 
from the Epyx stable, you're still keen on this kind of game, check 
It out 



▼ In the luge event, you can career around e twisting channel of ice 
on a tin tray, and wHh no risk of personal injury. 



: v >"«tp-.v.-...v.-. 
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the competitor leaping from a 
huge ramp: speed is not necessar- 
ily of the essence, although con- 
centration and distance are. Cor- 
rect posture on the ramp and in 
the air (coupled with a safe land- 
ing!) all add up to a medal winning 
performance. 

Finally we come to Speed Skat- 
ing: four tracks are on offer, 
1000m, 3000m, 5000m, and finally 
10000m. Again, rhythm Is the key 
to success, since lack of co-ordi- 
nation will find the player flat on his 
back and his opponent at the win- 
ning post. 

At the end of each event. If suc- 
cessful, the medal ceremonies, 
the winning country's flag and a 
rendition of their national anthem 
are alt displayed. 



PRESENTATION 85% 

Comprehensive Epyx -style 
instructions and multiple player 
options, only slightly marred by 
the multiload spread over two 

Jtsks. 

GRAPHICS 85% 

Smooth character animation, 
but the sprites are a little chunky 
at limes; generally very good. 

SOUND 80% 

The usual high quality and wide 
vahety of jingles and sound 
effects. 

HOOKABILITY 70% 

A greater than usual need lo 
practice may deter first time 
players, but it won't bother the 
veterans. 

INSTABILITY 88% 

The seven events, multiple 
player options and a desire to 
beat the records and win medals 
make it ultimately attractive. 

OVERALL 76% 

Well worth a look - but there was 
plenty ot disagreement in the 
reviewing team, so don't expect 
too much . . . 
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SHACKLED 

US Gold, C9.99 cass, C14.99 disk, joystick only 



Kein is not a happy man. 
Seven of hia best friends 
have been captured, and are 
being held in a maximum security 
prison. His mission; to rescue and 
lead them back to safety. 

The game begins with the 
armour-clad Kein standing on the 
first level of the prison. As he 
travels through the maze of cor- 
ridors he comes across barred 
prison doors, opened simply by 
blasting them. Behind these are 



either one of his friends, a guard, 
or (usually) an empty cell. On dis- 
covering one ot his friends. Kein 
gains a weapon, displayed as an 
icon and used as desired. These 
Include grenades, shuriken stars, 
disks, shock waves, boomerangs, 
cushion balls T and fireballs. 

Sword t axe, and spear-wielding 
guards reduce Kein's energy on 
contact Bonus items are available 
throughout the dungeons, includ- 
ing coins to boost energy, keys, 




Though It's nothing more than a variation on the 
Gauntlet theme, Shackled's game design does have 
its good points. Ahh ... If only the same could be 
said of the game's Implementation, which, to say 
the least, is unimpressive. The graphics seem to 
have been designed by someone with no eye for art, this being 
particularly true of the sprites which are chunky, glitching 
splodges of pale pixels frequently resembling nothing In particu- 
lar. Sound is similarly unloveable, consisting of a gloomy and 
repetitive piece of music which only the volume knob can tame. 
Aesthetics aside, I could complain about the prisoner following 
routine which takes as its guide the player's joystick movements, 
often resulting in prisoners getting stuck on comers and In door- 
ways or even off-screen. In fact, annoyance with this 'feature' Is 
about the only threat to the player's progress, as I was overcome 
with indifference halfway through my first game, during which I 
reached level 10 almost unscathed. Not a game to sell your boiled 
egg collection for. 




IS 



A Dungeons are just the right place for a mouldy conversion of a 
mouldy arcade game 



Yeah!!! This is what we want! OK, I'm only joking - 1 
don't realty want this at all. Personally, if It was a 
choice between playing this game half a dozen 
times and eating my own bile, the green stuff would 
win hands down every time. It's not really the mul- 
tiload that puts me off - nor Is it the poor instructions, an annoy- 
ing tune, the wooden sprites on casters, the multiple bugs or the 
boring backdrops; what really irks Is the terminally dull gamep- 
lay. The action is neither difficult nor hectic, and the little enjoy- 
ment you glean from the first five minutes rapidly turns into 
chronic tedium. The arcade original is nothing to write home 
about, and this is simply a bad attempt at a bad game. If you see 
It on your local software shelf, tell it In no uncertain terms to go 
away. 




CHUBBY GRISTLE 

Grandslam, £9.95 cassette, £14.95 disk, 
joystick or keys 



Life for ihe Teque Software 
crew would be a bowl of 
cherries were it not for a can- 
tankerous car park attendant who 
gives them constant hassle. This 
rather unsavoury character plays 
such a fundamental role in the lives 
of the coding chaps that they have 
decided to base the plot ot a plat- 
form game on his crazy car parking 
antics. And so Chubby Gristle was 
bom. 

As his name suggests. Chubby 
has a bit of a weight problem, but 
is he worried about heart disease 
or any of those other terminal 
illnesses which strike down fat 



people in their millions every year? 
No. In fact Chubby loves his food, 
and he lives only for ntghtly fry-ups 
as cooked by Mrs Gristle. Such 
culinary delights are by no means 
guaranteed, though, so Chubby 
likes to get in as much eating as 
possible during the daytime. In 
between telling people where they 
can stick their cars and being gen* 
eraliy grumpy, Mr G likes to leap 
about his platform -filled neigh- 
bourhood, on the look-out for all 
kinds of comestibles which he can 
use to occupy his enzymes* 

In his search for lunch, Chubby 
can walk, leap and climb about 



From the sickeningly twee music to the debased 
high-resolution Spectrum graphics, Chubby Gristle 
is terrible. His fat bouncing betly is only momentarily 
amusing and the game looses its hold on you frac- 
tionally earlier. Not only is it derivative of an over- 
abused format, it doesn't even use it to any great potential. The 
transparent monochrome sprites, multiple bugs (watch out for 
the wrap around cars) and illogical, ungenerous collision detec- 
tion make the game's humour self-defeating. The 21 screens Just 
aren't worth the effort, unless you're into third-rate, frustrating 
software. I can't see this appealing to any Commodore owner, 
not In 1988 and certainly not at this over-inflated price , . . 




Ah, this takes me back to the days of Spectrum Jet 
Set Willy, when I knew no better. Indeed, Chubby 
Gristle has a very Spectrum-ish air about it, mainly 
due to the tiny, monochrome sprites and the small 
screen format. These sprites aren't well drawn at 
all, and the chunky backdrops of character blocks don't push 
back the frontiers either. Aesthetic problems dont end there 
though, because throughout the game the 64's sound chip is 
occupied In the production of one of the most mindless tunes I've 
over heard. Gameplay is almost equally weak, and presents little 
in the way of problem solving, beyond working out when to time 
a jump to avoid two bats. At a budget price, I would be very 
dubious about recommending Chubby Gristle. For ten quid, I have 
no doubt about my verdict: don't buy it. 



each flick-screen location; these 
include a drain, Sainsbelly's 
Supermarket and even the Pose 
and Frown pub. 

Obviously, if you've ever been in 
a car park, a supermarket or a pub ( 
you know what to expect - pre- 
carious platforms connected by 
ropes, ladders and constantly 
moving lifts and conveyor belts, 



and the space between them 
occupied by missiles, crazed 
women, vandals, bats, car fans 
and other shapeless blobs. 
Chubby must negotiate these to 
gam grub, and hence achieve his 
ultimate goal - to be quite stagger- 
ingly heavy. As Chubby picks up 
Hashing food, a figure on the 
tonometer at the bottom of the 



T Chubby Gristle- the car-parking fun just never stops (oris it 'never 
starts'?) 
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rings thai increase shot speed, 
necklaces (speed up movement), 
and diamonds that kill all adver- 
saries on-screer Treasure chests, 
barrels, lamps, and crowns are all 
discovered for points. 

Once all of the cells have been 
searched on a level, Kein must col- 
lect the correct key, and lead his 
(reed companions to the exit. The 
next level is then entered and Kein 
continues his quest until either his 
energy runs out. or he has liber- 
ated all of his companions. 



PRESENTATION 20% 

Poor multiload, terrible instruc- 
tions, weak us© of joystick and 
several bugs are only rescued by 
the two-player option. 

GRAPHICS 21% 

Pickery scrolling, badly ani- 
mated and Hl-deflned sprites set 
across plain and repetitive back- 
drops. 

SOUND 13% 

Inept dirge and no sound etfects. 

HOOKABILITY 24% 

The first game lasts far too long, 
with unintelligent opponents and 
dull action rubbing It In, 

LASTABIL1TY 8% 

One game's enough. 

OVERALL 23% 

A horrible conversion of an 
obscure and unattractive arcade 
game. 



screen shows how close he is to 
ultimate fatness, the rewards for 
which are the love of a good 
woman (or at least, his wife), and 
consequently, lots of little Gristles. 

Failing in his duty to his stomach 
means Chubby takes a long trip to 
a health farm, where rumour has it 
that remedial measures are best 
described as 'Kill or Cure'! 



VIXEN 



Martech, £9.99 cass, £14.99 disk, joystick or keys 



On Granath, a distant planet 
In a parallel universe, 
dinosaurs still roam the 
plains and wander through the 
jungles. They have destroyed all 
but a lew animals and one human 
- Vixen. Found abandoned as a 
child she was raised by the foxes 
and granted magic powers from 
the Sages. Though she carries a 
Magic Whip and has the ability to 
turn herself into a fox. life ts a con- 
stant struggle to survive. 

Vixen's quest takes place in 
three separately loaded parts over 
a series of timed, horizontally 
scrolling levels. Mysterious pre- 
historic trees overhang leafy jung- 
les and rocky paths. Dangerous 



fissures and hazardous rivers, fatal 
if Vixen falls into them, mark the 
ground. 

Mutant dinosaurs, in the form of 
floating fiend-like faces, flying 
pterodactyls and running mini 
brontosauri rush in to attack and 
kill on contact. Fortunately, most 
aliens can be dispatched with one 
or two well-placed flicks of the 
Magic Whip. 

Bonus icons are scattered 
around the hostile environment. 
Whipping these transforms them 
into collectable objects: gems for 
extra points, other items for extra 
time and lives. A series of mystery 
objects have a variety of helpful 
and harmful effects. 




Phwoar, what a tough girlie this Vixen is, charging 
around In the prehistoric jungle, with nowtlor pro- 
tection but her whip, and the strange ability to 
change into a fox. Vixen herself has a great time 
leaping and bounding around the screen, although 
l haven't yet worked out what most of the meanies are supposed 
to be: monochromatic sprites strike again(!). Sound consists of 
an instantly forgettable tune that unfortunately plays throughout 
the game, and an odd sound that is heard when the tough girlie 
ends a level or dies, It actually sounds as if she is laughing: 
strange that she should laugh at her own death, but then maybe 
she's happy to get out of the game. Overall an OK collect-em-up 
that I soon found boring, due mainly to the lack of variety. 




12 6 U 
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A A digitised Cortnno Russell (couldn't you tell?) whips up a frenzy 




Hmmm , , . Once again marketing methods triumph 
over quality as yet another scantily-clad female is 
hitched to a mediocre game. Although the foxy nym- 
phette is digitised, the animation looks stilted, 
sometimes to the extent of being comical (witness 
the case of the boogying drowning sequence), and only the fox 
movement is good enough to be described as 'film-like*. Some 
creatures look like they've been designed by someone with 
revolutionary ideas concerning anatomy, the more obscure 
resembling animated coffee tables and shambling pixel swarms. 
Gameplay is very uncomplicated: the action varies little beyond 
moving right and whipping objects and animals with no overall 
object apart from trying to stay alive- Repetitive, flawed and 
pointless, Vixen could provide entertainment for an hour or so, 
but only for Page Three fans seeking a new method of titillation* 



As Vixen collects tox time icons 
a fox's head progresses along the 
display panel Once Ihe head has 
moved to its maximum setting and 
the current round has been com- 
pleted, Vixen metamorphoses into 
a lox and enters a bonus level, 
underground. Here there are no 
aliens; but should she fail to finish 
before the time runs out Vixen 
loses one of five lives. Falling down 
a hole or into water terminates the 
fox level. 

Bonus objects collected under- 
ground can be of use on the sur- 
face: mega whips kill all enemies 
with one hit and mega gems 
increase scoring potential. Any 
mega Hems currently in use are 
indicated on the status display 
which also shows time remaining, 
score and number of lives left. 



m 



If only this game 
was as provoca- 
tive and dynamic 
as the undepres- 
sed stereotype 
which graces its packaging; 
unfortunately, when you load 
up the cassette and play the 
contents, you soon discover 
that this is yet (yawn) another 
one of those (yawn) horizontal 
scrolling shoot 'em 
upzzzzz - 1 . For shoot 'em up 
read whip 'em up, for aliens 
read gangly jungle blobs, for 
action read tedium. It's not ter- 
rible - the animation sequ- 
ences (particularly on the fox) 
are quite good, and the sound 
is OK - it's just the gameplay 
and the endless sequence of 
whip V run, Even the daft 
disco dancing death sequence 
doesn't provide enjoyment for 
too long, and once you've dis- 
covered the game's secrets 
(within five minutes), there's 
not much there to draw you 
back. 



PRESENTATION 57% 

Free medium- 512 ed poster but 
no substantial options. 

GRAPHICS 62% 

Colourful, with some neat ani- 
mation sequences, but on the 
whole, plain and unimaginative. 

SOUND 48% 

A bland tune which won't strike 
many as being the best piece of 
music on the 64, 

HOOKABILITY 60% 

Altttletoo easy to begin with, out 
the transformation sequences 
and progression hold some 
small appeal 

LAST ABILITY 32% 

There's very Rttta variety to draw 
you back unless the feeble crack 
ot leather whips appeals. 

OVERALL 44% 

Lamb dressed up as scantily- 
clad mutton. 
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PRESENTATION 20% 

Keyboard or joystick options - 
but that's it. 

GRAPHICS 22% 

Compressed screen coupled 
with poorly designed sprites and 
backdrops lend the game a very 
Spoctrum-esque air, 

SOUND 19% 

A sickenmgly twee tune plays 
constantly, and there are no 
sound FX to relieve the agony. 

HOOKABILITY 29% 

The general ugliness and tedious 
gameplay leave initial (merest at 
alow level . . 

INSTABILITY 24% 

, , . and interest quickly sinks 
below that level. 

OVERALL 26% 

One ol the wor st attempts at a 
piattorm game we've seen lor 
some broe> 




HERCULES 



Gremlin Graphics, £9.99 cassette, 
E14.99 disk, joystick only 



■ hope you're listening, because 

■ this is a complex story. As all 
| mythology buffs out there 
doubtless know, Hercules was the 
son of Zeus, chief of the Gods, His 
mother, however, was not Zeus' 
wife, but a mere mortal named 
Alcmene; as a result, Hera (Zeus' 
wife) hated Hercules. Clear so far? 
OK, then , - , 

Apart from trying to poison him 
with serpents when he was an 
infant, Hera later bewitched him 
and made him kill his own children. 
When he recovered, he felt so 



So, Hercules has 
been a naughty 
boy and is being 
punished by hav- 
ing to complete 
1 2 very difficult tasks; unfortu- 
nately, for me it was punish- 
ment enough to have to play 
the game* Maybe it's because 
I've seen so many of these 
beat 'em ups before that this 
one unfortunately did nothing 
to fire my interest. Graphically 
It's mediocre, porky main 
sprites doing their best to beat 
the hell out of each other, 
backed by pleasant scenery; 
the grating, repetitive tune is 
even less appealing, Playabil- 
ity is a joke: all it Involves is 
beating the stuffing out of the 
skeletons and pick up the 12 
icons as they bounce around 
the screen. I'm afraid Hercules 
isn't a game that I would rec- 
ommend to anyone. 




Some good ideas 
make this a beat 
'em up with a dif- 
ference, but after 
several games I 
felt that with more work tt 
could have been so much bet- 
ter. The action Is more repetit- 
ive than most other similar 
games: until the final contron- 
tation, Hercules has to fight a 
never-ending army of indistin- 
guishable skeletons in the 
same location. It was also a 
surprise to find that the 12 
tasks are reduced to icon- 
bashing - a pity, since there's 
plenty of scope in the legend 
for a good arcade adventure. 
The soundtrack has a suitably 
Greek minstrel feel to it, but 
the thwack of club connecting 
with jaw is reminiscent only of 
a spoon dropping Into a tin 
mug. Unless you have some 
kind of psychopathic urge to 
get as many fighting games as 
possible, remember the old 
reviewers' adage: try before 
you buy. 



much remorse that he was ready 
to do anything to make amends lor 
his sin. Thus the Gods sent him to 
the King of Argos. who gave him 
12 difficult tasks to complete; the 

▼ Harcuies - a game of luck and skull 



Labours. The object of the game is 
to collect these Labours while 
fighting off sword-bearing skele- 
tons one at a time. 

Hercules can only inflict dam- 
age to them when they are stand- 
ing above a snake which slithers 
along the bottom of the screen. 
When a Labour appears on the 
screen, Hercules must hit it to 
send it flying into his um. From 
time to time a spider will descend 
to try and steal a Labour from the 
um and must be despatched with 
a hefty sword-chop to stop it 

Several moves are available to 



A Hefty Here puts the boot into those nasty skellingtons 



our mythical muscleman; these 
are graced with such amazing 
names as The Mountain Shaker 
(an overhead blow), Pluto's Mes- 
senger (leg sweep) and The 
Crasher (head blow). These are 
accessed in the usual fighting 




mighty Minotaur (loaded sepa- 
rately)- This overgrown moo-cow 
Is armed with a trident and deadly 
sharp horns with which he tries to 
gore Hercules. If this final oppo- 
nent is overcome the game is won 
and a Greek victory message 
appears. 



Though It's not the most incredible beat 'em up 
around, Hercules is enjoyable for a short while. The 
graphics would be very good if there was any more 
variety - unfortunately, the backdrops, icons and 
sprites are all pretty unimaginative and the anima- 
tion isn't all that clever. Sonlcally it's merely ordinary, with a 
passable tune and some bonk-clang sound effects - no grunts 
or screams to liven up the atmosphere. The action doesn't vary 
overmuch, and all the skeletons behave in the same way - a lot 
more should have been made of the legendary figures Involved. 
It's probably worth checking out rf you're a manic fan of the beat 
'em up; however, when you look at classics such as IK+, tt isn't 
in the same league. 



game style using combinations of 
directions with or without the fire 
button. 

If Hercules manages to collect 
all 12 Labours he can take on the 
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PRESENTATION 48% 

Sluggish joystick control and 
awkward multiload. but the 
option to fight In the final screen 
is appealing. 

GRAPHICS 57% 

Lack of variety in the backdrops 
and sprites and few frames of 
animation creates a dull and 
unatmosphenc mythological 
environment. 

SOUND 47% 

A few feeble clangs and thuds 
complemented by a grating 
soundtrack. 

HOOKABILITY 60% 

The similarity of opponents and 
little diversity Is only rescued by 
the attempt to reach the 
Minotaur. 

LAST ABILITY 32% 

Once you've seen one skeleton 
you've seen them all . . . 

OVERALL 51% 

A boring and unimaginative 
attempt to create an original 
game. 
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TAKE 'EM ALL ON 



IT'S THE ONLY WAY 

TO LIVE! 






CASSETTE 

SPECTRUM AMSTRAD 



€U* £8" 




steamy night in New York 
this is just the tip of the 
iceberg on your chilling 
quest to confront "MR. BIG". 
A spectacular arcade style 



hellhounds to encounter - 
this is target Renegade - 
if it moves, it hurts! 



every step you 
take, they're 
j watching you. 

Fight your way 
through the 
precinct - the 
back alleys, the car 
parks, fight your way 




DARK SIDE 

Incentive, £9.95 cassette, £12.95 disk, joystick with keys 
•FREESCAPE returns in the stunning sequel to Driller 



For 200 years the Ketars 
caused no (rouble lor 
the people of Evalh, 
and Ihe problems faced in Driller 
have become all but a distant 
memory But now the fiendish race 
is back, and determined to cause 
even more aggravation than 
before. 

On Ihe dark side of Evath's sec- 



ond moon. Tricuspid, the alien 
murderers have constructed a 
huge energy beam weapon 
Zephyr One, with which they 
intend to destroy Evath and every 
living creature upon it Ol course, 
this can't be allowed lo happen, 
so the government of Evath have 
decided to send in their best agent 
to thwart the Kelars' evil plan. 



That agent is none other than 
your good self, armed with quad 
lasers, a plasma band shield, a jet 
pack (to provide aerial views and 
explore elevated areas), and. most 
importantly since this moon has no 
atmosphere, a space suit. The 
mission objective is simple - 
destroy Zephyr One before it 
annihilates all in its path. 



▼ The Psycho Sector contains a building bearing tho word 'Dark' - 
Is this a clue or just a plug? 
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This can only be achieved by 
destioymg the ECDs (Energy Col- 
lection Devices) scattered around 
Ihe moon's surface. The solar cell 
suspended at the top ot each ECD 
captures the rays ot Evath's sun, 
converts the light into electrical 
energy and channels it. via a matrix 
ol power lines to Zephyr One It is 
these solar cells that have to be 
disabled, but some ol the ECDs 
are connecled lo other active 
units, and if these are shot they 
immediately regenerate. As the 
ECDs are crippled, the power 
being passed to Zephyr One 
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■ ncentive have done it again! 
| First they unleash Driller onto 
an unsuspecting public, and 
now hot on its heels comes 
Dark Side. The same type of 
fiendish puzzles featured In 
Driller are present in this game 
- only they're more difficult, 
and I'm sure many sleepless 
nights will be spent trying to 
crack them. Graphically It's 
great, with the Freescape sys- 
tem again being put to very 
good use, creating some stun- 
ningly soltd-looking scenery. 
Sound is also good, with an 
eerie in-game tune adding a 
menacing edge to the atmos- 
pheric graphics. Those of you 
familiar with the control 
method of Driller will have no 
problems here, but first time 
players may find them a little 
confusing at the outset, espe- 
cially considering the slow 
pace of the game. Fortunately, 
the programmers have again 
included an indicator to reas- 
sure you that key-presses are 
being processed, even rt the 
display hasn't changed yet As 
always, a little patience soon 
pays off, and once you get into 
Dark Side It'll keep you glued 
for hours. It's not completely 
different to the original, but it's 
easily another winner! 




As this Is the second game using Incentive's Freescape 3D 
technique, I had hoped they'd manage to revamp the sys- 
tem to get some speed into tt ( but considering the number of 
pixels being shunted around the screen I suppose It was a pretty 
vain hope. This Is a shame, because the speed of screen update 
and jump between frames Is the only real distraction with Dark 
Stde. Such slow movement creates problems reminiscent of 
those I had with The Sentinel, namely the difficulty in being able 
to turn around in time to destroy an enemy tank before It does the 
same to you. The U-tum key helps to speed movement up to a 
small extent but this remains a frustration. Compensating for 
such slothful movement means developing strategies to deter- 
mine when and where to destroy tanks and ECDs, and this is 
where the game's real area of interest lies. Exploring Tricuspid, 
after practice, is a thoroughly absorbing experience, and discov- 
ering a new group of ECDs is always a delight (even if some of 
them regenerate two seconds after you've destroyed the tower- 
top!). Sound is more than competent, with a slow and moody 
piece of music which doesn't interfere with concentration, and 
In fact adds enormously to the atmosphere, It you have the 
patience, Dark Side is well worth a try, but don't expect a wild 
shoot 'em up. It's a tactical exploration game, and when treated 
as such it's got much rewarding gameplay to offer. 



diminishes, thus allowing the 
player more lime to complete Ihe 
mission. The amount ol power 
being channelled into the super 



weapon's energy bonks is shown 
as a percentage al the lop right ot 
the screen, and time remaining is 
shown as u binary display below it. 




A pair ot Energy Collecting Devices stund mule wllness lo the 
imminent destruction ot Ev-ith 



A Thero's plenty to search in this room in IO Confinement 



■ 've no doubt that the rest of the 2ZAP! team have made refer- 
I ence to Dark Side's slow screen update, but I beg to differ Til 
admit that initially it is rather frustrating to be slowed down by the 
capabilities of the machine rather than by not knowing what to 
do next but the exploration bug quickly bites - and once It has, 
it Just doesn't let go. The graphical rendition of the landscape will 
be familiar to players of the original game, but Dark Side has one 
or two wonders to marvel at - witness the Sphinx, pictured In this 
review, and believe! The Hagar soundtrack Is excellent and 
creates a suitable air of suspense, though it still doesn't quite 
beat the theme that helped make Driller such a tense* atmos- 
pheric game. Don't buy It If fast shoot 'em ups are your only 
passion - Dark Side doesn't really cater for that breed of gamers. 
However, anyone who wants to use their brain a little and explore 
new worlds better get down to the software store and buy this, 
making sure they've got a few drums of midnight oil to bum. 





r Your objective in Dark Side: 
the awesome Zophyr One 



weapon 




There are many puzzles and pH- 
f iiis in the game lo hinder the 
unwary player, so he needs all the 
time he can get lo disable Ihe 
Plexors (tank-like defense units 
that open fire on anything that 
comes within range), to puzzle 
over Ihe method of activating the 
lelepods which give access to 
restricted areas, and lo replenish 
flagging shield power and fuel 
reserves* Rest assured that all ol 
these puzzles, and more, can be 
solved, but have you enough lime 
to try, or will Evath be reduced to a 
pili* ul radioactive rubble? 



PRESENTATION 88% 

Good packaging and on-screen 
presentation, and the brief 
Instruction manual only hints at 
the nature of the mission. 

GRAPHICS 89% 

Good use of the Freescape 
technique creates some slow 
but stilt pretty stunning graphics. 

SOUND 90% 

Choice of amospheric in-oame 
tune or functional sound effects. 

HOOKABILITY 81% 

As with Driller, once you get over 
the slow pace of the game the 
devious puzzles draw you 
inexorably In. 

LAST ABILITY 96% 

And they don't let go until you've 
completed it. 

OVERALL 90% 

A brilliant and more Involved 
sequel which should appeal lo 
most- 
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EVERY SECOND COUNTS 

DOMARK £7.95 cassette, £10.95 disk, keys only 



Every Friday evening, Paul 
Daniels hosts a jolty quiz 
show thing, which only one 
ol the ZZAP! lads claims to watch. 
Now, those clever chaps from 
Domark have taken the Idea and 
turned it into a computer quiz 
game called, amazingly enough, 
Every Second Counts. 

The first decision you make is 
how many teams are participating 
{a choice of up to three), then you 
adopt a character and his/her part- 
ner: a pointy fingered icon appears 
above a rogue's gallery of six 
people, three male and three 
female. Once a choice is made, the 
player is asked to select one set of 
questions out of a possible five. 

The first round, like all the 
others, involves answering true or 
false to a series of questions which 
appear at the bottom of the 
screen; the answers are revealed 
at the top. Up to nine questions 
are available in a round and, as in 
the TV programme (so we're told), 
it one pair answers incorrectly, 
they are frozen out. Each question 
is worth two points, and the couple 
with the lowest score start each 
round. 

Round two is the same, but the 
players swap positions. Once as 
many of the questions as possible 
have been answered, the first 
bonus section appears- The 
player types in the answer if cor- 





As with Blockbusters, the TV Games programmers 
have mode the best of an uninspiring job; playing 
Every Second Counts manages to provide some 
entertainment for a few games. The questions 
themselves are varied in subject and suited to the 
show's style - sometimes humorous and rarely difficult - and the 
addition of a reaction test adds a little excitement to the proceed- 
ings, particularly In the final round when seconds are vital. 
Graphics and sound are used well, and though the tune isn't the 
greatest it's not offensive. However, as with all such games, this 
stands or falls on the length of time before questions start being 
repeated, With only six sets to load in it doesn't take that long; at 
any rate, the question supply outlasts general interest in the 
gameplay* 




Oh no, not 
another com- 
puter game 
based on a TV 
quiz show! Yep, 
following hard on the trail of 
Bob Holness and co f Paul 
Dantels has to stick his oar ln r 
At least there is one consola- 
tion - no digitised Paul Daniels 
phizog looming on the screen, 
although one of the contes- 
tants does bear an uncanny 
resemblance to Steve Davis. 
This type of game is great fun 
for a while (and I'm a fan of the 
TV show), but sadty the inevita- 
ble flaw crops up time and 
again. The questions are all 
right when asked the first or 
second time - and can maybe 
be tolerated a third - but after 
that the novelty wears thin, 
and so the game quickly finds 
itself relegated to the back of 
the software shelf. It's fun to 
play for a while, but the lack of 
variety in the question depart- 
ment soon leads your atten- 
tion elsewhere. 



rect first time they earn a ten sec- 
ond bonus: if incorrect, each sub- 
sequent wrong answer loses one 
second from the clock. If, at the 
end of ten attempts, the answer is 
not found, the poor competitors 
earn zilch. 

On the TV programme the con- 
testants are given the chance to 



DARK CASTLE 

Mirrosoft, E8.99 cass, £12.99 disk, joystick or keys 



The Black Knight Is not the 
most amiable character you 
could wish to meet. For 
years he's been terrorising the loc- 
als and, since he's pretty powerful, 
the population are afraid to take 
up arms against him. All except for 
one young man who, with nothing 
but a supply of rocks and his skill 
and courage, dares to face the 
sombre terrors of the sinister for- 
tress. 

The Black Knight's castle com- 
prises 14 chambers split into four 
areas marked by doors; Trouble, 
Fireball. Chamber, and Shield. 
Entering either the first or second 
door puts you randomly in the 
Trouble or Fireball areas, the third 
places you in the Knight's 
Chamber, and the fourth in the 
Shield area. 

Sixty rocks are provided at the 
beginning of the game: these are 
vital in combatting the variety of 
guards, bats, rats and other fien- 
dish, benighted and befanged 
inhabitants of the castle. As usual, 
contact with any of the baddies 
brings instant death, and a loss of 
one of the player's four lives. 

Somewhere within the rooms 
lurk the only two items that can 
destroy the Black Kntght; fireballs 
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Oh dear, I never 
thought I would 
see the day that 
Mirrorsoft 
released a turkey 
of a game, but sadly that's 
exactly what Dark Castle Is. 
Graphically it's dire, with 
crude. cardboard cutout 
sprites hobbling around bland 
backdrops; sound is little bet- 
ter with a dubious choice 
between retarded spot effects 
and an inoffensive tune that 
prattles away to itself, but 
thankfully doesn't become 
annoying. What is annoying, 
almost to the state of throwing 
the computer out of the 
nearest window, is the infuriat- 
ing multiload system. Almost 
every screen is separately 
loaded - if this was a decent 
game I wouldn't mind quite so 
much, but for this, ffs not 
really on. I can't really believe 
that this product comes from 
a company who've had such 
brilliant releases in the past 




It's excusable to put something like Defender of the 
Crown on two sides of a disk, but I would question 
the sense of doing the same with a four level plat* 
form game, no matter how good it is. So much space 
is used up on the same icon selection system 
sported by the 16-bit versions, but the 64 version wouldn't suffer 
at all by its absence. Another drain on memory is the constant 
use of digitised sound, which is justified on machines such as the 
ST which have a poor sound chip and bytes to bum, but I'm sure 
skilled use of the SID chip could better some of these crackling 
samples any day. With better planning and restructuring for the 
smaller machine, Dark Castle could have been good - the 
graphics are certainly well up to scratch, and the high level of 
control the player has over his character is remarkable - but the 
constant disk flipping soon became irritating, and I dread to think 
what the cassette version will be tike. 



► Ropes galore - and no flippin' floor! 




#151* 
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win fabulous prizes - no such luck 
on the computer, however. This 
time up to seven triangular lights 
must be extinguished by picking a 
category from a choice of two. The 
amount of seconds earned in the 
main part of the game are dis- 
played, as are the three possible 
answers to the question asked. At 
first, four of the seven lights must 
be extinguished; with subsequent 
questions live, six, and finally 
seven lights have to be put out. 



PRESENTATION 69% 

Adequate instructions, and a 
three 'team* ptay option. 

GRAPHICS 67% 

Neatly drawn contestants; but 
generally, the graphics are sim- 
ply functional (and why does the 
colour of their sweaters change 
every so often?) 

SOUND 41% 

Barely tolerable litte tune, not 
much else. 

HOOKABILfTY 70% 

Fans of the TV show will love tt; 
fans of quiz games will quite tike 
tt; fans of neither will hate il. 

LASTABILITY 38% 

The lack ot variety and limited 
number of questions won't keep 
many playing for long, 

OVERALL 52% 

Doesn't have the lasting poten- 
tial to be a great game. 



and a shield. The fireballs are repu- 
tedly made by a wizard - finding 
him may aid in the search - and 
the shield is an enchanted object 
that renders its user invisible, tt is 
only with these weapons that the 
player can search out the evil 
Kntght and destroy him. 



DREAM WARRIOR 

US Gold, £9.99 cassette, £11.99 disk, joystick only 



II is the distant future, when gov- 
ernments are things of the past 
and world powef is held by 
Mega Corporations which are in 
turn under the thumb of the Focus 
Fellowship. 



tive in the Ocular's own world, the 
Wyrm Planetoid. 

The player takes control of a 
fourth ASMAN who has put him- 
self to sleep to explore the dream 
worlds where his captive col- 




on first loading up Dream Warrior, the Impression 
was one of overall competence. Unfortunately, this 
belied the more durable feeling of mediocrity which 
took root after I actualry took hold of the joystick 
and played the game. One major annoyance was 
picking up the the force-field passes right next to the force- 
fields, which only open for long enough if you first collect the 
furthest pass, then the one nearest the barrier. The slightest 
delay blocks the corridor and replaces the passes, so the player 
Is stuck next to the field, and running back picks up the passes 
in the wrong order, screwing up the timing element and leaving 
the corridor impassable. Apart from this excitement, only three 
levels of bland run -left- run-right- blast action soon had me in the 
land of dreams. 



Focus have perfected the power 
to place demons in the dreams of 
anyone who dares threaten their 
authority. The most evil of the 
dream demons, Ocular, has been 
implanted into the dreams of three 
renegade Astral Scientists or 
ASMEN, imprisoning their minds 
in separate locations. Two are held 
in separate blocks of the offices of 
Megabuck Inc. but the third is cap- 



leagues are kept. He begins his 
quest in the scrolling corridors of 
Megabuck Inc which are patrolled 
by Ocular's lackies and Demi- 
Demons all trying to end the 
ASMAN's dream by depleting his 
dream energy. When all the 
ASMAN's dream energy is gone, 
he wakes up, and the game is over. 

To protect himself the ASMAN 
can destroy his assailants with a 
laser, leaving behind coloured 




Good grief! I don't think I can remember US Gold 
releasing a game that wasn't a license of some kind 
or other, and looking at Dream Warrior K's pretty 
easy to see why not Graphically and sonically the 
game Isn't too bad, though the unchanging techno- 
wallpaper backdrops of the first couple of levels do have a retard- 
ing effect on interest level. However, the real yawner Is the action, 
which undergoes very few changes during the whole game, and 
even at the end there's precious little excitement to be gleaned 
from destroying Ocular. If only there was more to the game, US 
Gold could have had something reasonable on their hands, but 
instead all they have on their hands is something slightly whiffy. 
Buy it only after an extensive preliminary test. 



Psy-Globes. Blue Psy-Globes 
gradually restore the captured 
ASMAN s psyche, represented by 
the gradual building up of a picture 
at the foot of the screen. Green 
globes allow the player to enter a 
dream hopper to take him to the 
next dreamscape, while red 
globes give access to wall safes 
from which lost energy can be 
restored. The grey globe, opens 
the doors to a lift connecting two 
floors of each level of the 
Megabuck building. 

To make things even more 
difficult. the corridors of 
Megabuck are blocked in strategic 
places by force fields, which open 
for a limited time if the ASMAN 
picks up two passes from the floor. 

Recovering the minds of the first 
two ASMEN from Megabuck Inc 
allows the player to progress via 
dream hoppers to the Wyrm Plan- 
etoid where the last scientist is 
held by Ocular. After rescuing the 
ASMAN. the player lakes off in a 
flying sloop in which his final attack 
on Ocular is launched. Repeatedly 
blasting the demon's multiple eyes 
destroys its evil dream incarnation 
and sends it back to its shadowy 
realm. 



PRESENTATION 51% 

An unremarkable title screen and 
on-screen presentation. 

GRAPHICS 65% 

Well designed and animated 
sprites, but the backdrops are 
pretty invariant. 

SOUND 58% 

Above averaqe tunes and spot 
FX. 

HOOKABIUTY 48% 

Gameplay is repetitive, right 
from the start - and It's a little too 
easy to get into. 

LASTABILITY 31% 

Only three levels of boring action 
means that interest is short- 
lived. 

OVERALL 49% 

A pretty snoozeworthy arcade 
adventure which doesn't repres- 
ent good value tor money 



Tha sleepyt imo soldier, having dodged the Wyrm's head. Is about to mount Ms sloop 
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PRESENTATION 25% 

Sparse instructions coupled With 
a very annoying multiload sys- 
tem. The icon selection system 
is a waste of memory. 

GRAPHICS 52% 

Very small, delailed and gener- 
ally well animated, bul some- 
limes basic to a fault; lacking in 
colour 

SOUND 48% 

Wide use of samples, none ot 
which are brilliant; the overall 
effect ts reasonable, however. 

HOOKABIUTY 39% 

Any initial interest \s squashed by 
the long-winded multiload. 

LASTABILITY 26% 

The endless disk access 15 dis- 
proportionate to the number of 
screens offered (only lourf). 

OVERALL 41% 

An unusually poor release from 
Mirrosoft 



TO HELL AND BACK 

CRL ( £9.95 cassette, £14.95 disk, joystick only 



Nothing is safe anywhere 
these days, not even in 
Heaven, I mean, it comes to 
something when any old Tom, 
Dick or Mephisto can sneak in and 
make off with the Ten Command- 
ments. This same dastardly devil 
has allowed his demons to run 
amok wrth them - how disrespect- 
ful can you get? Well, even more 
than this it seems, since the 
scoundrel has stolen the 
Archangel Bertram's horn! 

Controlling Bertram, you 
negotiate a path around Nether- 
world, battling a variety of spooks 
such as ghosts, zombies and 
skeletons with your halo: this stuns 
the attackers and transforms them 
into angels, allowing them back 




After a 
poor 
from 
they've 
there is 



string of 
releases 
CRL, 
proved 
life after 



Trigger Happy with this reason- 
able Ghosts and Goblins clone. 
First impressions - chunky 
graphics and an inappropriate 
soundtrack — fail to inspire vis- 
ions of supernatural encoun- 
ters, but after a few minutes 
play it becomes an enjoyable 
blasting platform romp. The 
idea of using a boomerang- 
style halo as a weapon is quite 
clever, and this lack of seri- 
ousness throughout helps 
excuse the game's aesthetic 
shortcomings. As ptay prog- 
resses, the standard of 
graphics increases so interest 
doesn't drop away as quickly 
as you would expect. Ten quid 
is a bit steep considering the 
comparative lack of polish, but 
this is a CRL game which is, 
for once, worth a look. 



into Heaven. 

The first level consists of a two- 
way horizontally scrolling screen 
dotted with firepits which the 
player must jump using various 
platforms* Contact wrth any of the 
monsters encountered saps your 
angelic energy (shown as a figure 
from 0 to 100 in the display at the 
bottom of the screen). If this is 
allowed to drop to zero, Bertram 
shuffles off his immortal coil; how- 
ever, energy is topped up by col* 
lecting the Bibles that appear 
periodically. 



This maintains a neat balance between a threaten- 
ing atmosphere (suggested by the sombre back- 
drops) and humour (in the bouncy music). The Inttial 
appeal lies in exploring the depths of Netherworld, 
which Is Inhabited by some smarty defined 
monsters scurrying over occasionally pretty backdrops: it's fairly 
standard fare in the gameplay stakes* The tune, however, is very 
repetitive and soon becomes annoying (for this reviewer, at any 
rate!)* It s little more an average platform/search game in the 
Ghosts and Goblins mould, let down only by lack of polish: how- 
ever, the Elite version Is still far better and, despite its age, I 
would choose it over this* 



demonic beasties hidden at the 
end of murky tunnels. 

Collecting all ten Command- 
ments leads to the final confronta- 
tion with Mephisto. in Hell; unfor- 
tunately, he has the odds In his 



favour, with wolves, snakes and 
gophers(!) at his side* Defeat him 
and the horn is yours forever - and 
who knows, you might just be pro* 
moted to Big G's right hand 
man . . , 




d 





core ooiae 



At the end of the level a large 
monster is defeated to reveal one 
of the Commandments and allow 
access to the further levels: these 
consist of more hazard-filled 
scrolling mazes with eldritch and 



T The porky monk only jumps about like this for the exorcise 



OS 



A Ugly graphics hide halo-hurling 
high-Jinks 




OB 




OK t To Hell and 
Back ts not 
exactly state of 
the art, but it is a 
damn sight more 
playable than some of the 
other CRL turkeys currently on 
offer. Visually and aurally it's 
OK: a tubby Archangel sprite 
trudges his way across the 
meanie Infested backdrops, 
and the sound consists of a 
pleasant, If repetitive, tune 
that plays throughout, but 
thankfully doesn't drive you up 
the wall. The going is tough at 
first - a fact not made easier 
by the maniacal denizens of 
the underworld trying to bump 
poor old Bertram off at the 
slightest chance - but 
patience reaps rewards. Over- 
all, an average platform collect 
'em up, that will keep you 
occupied, for a while. 



PRESENTATION 47% 

Poor instructions, otherwise 
average screen display and joys* 
tick control. 

GRAPHICS 40% 

Smooth scrolling and (some- 
times) pretty backdrops marred 
by chunky and blandly coloured 
sprites. 

SOUND 51% 

An inoffensive tune plays 
throughout. 

HOOKABILITY 69% 

The urge to explore new levels 
rescues the game's feeble pres- 
entation. 

INSTABILITY 55% 

There are enough levels there if 
you can Ignore the poor graphics 
and occasionally frustrating 
gameplay. 

OVERALL 59% 

An average platform collect 'em 
up in the Ghosts and Goblins 
mould. 
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ECHNICAL DEVELOPMENTS 




THE EXPERT 
BACKUP CARTRIDGE 

• Most advanced backup cartridge In 

the world. 

• Unlike all other backup systems the 
expert uses Ram, therefore the software 

actually loads Into the cartridge and 
stays there until turned off. Because of 
this the Expert Is always on top of the 
latest protection methods. 
• Comes with latest 3 • 2R software. 

BACKING UP; No matter how the progMrri was 
*»ded the expert wrtt copy from lape'iape. 
lape/disk. drsWrjisk. disk/tape. All backups saved in 
one 'ile Cartridge not needed for reloading 
MEGA UTILITIES: Disk fasiioader Bool " takes 
no disk space opt Loads backups in average 25 
seconds Rocket loader enables disk files to toad 
back in an average 6 seconds' Tape backups use a 
rehabte fastloader reloading takes less than 2 rnms 
Disk version includes fast disk formatters elc 
MACHINE CODE MONITOR: The best machine 
code monitor available Use it to learn machine 
code, a hackers dream due to the expen revealing 
any pari of memory includes aH usual monitor 
commands and morel Add pokes cheats from 
magazine 

PRINT OUT: Print out your machine code listings 
or even your favourite hires or multi-colour screens 
VWjfks on all CBM compatible printers) 
SPRITE EDITOR & CUSTOMISER: Change all the 
sprites in a game, customise them to your needs) 
EXPERT EXPRESS: Turns the Expert into a 
dedicated fast loading cartridge )t even toads 
programs over 202 blocks 
OTHER FEATURES: Integral reset button, 
/utomatlc infinite lives finder, joystick auto-fire 
enaoler joystick part swapper, 
frie Expert contains no less than 2b programs on 
dt\k we krwaw it's the best Try n out. you won't be 
<Jisvappo*nted Q 
Piease specify disk or tape . c?9 99 

rt*n omering OWj ' 




P.R.I.S. AMIGA SOUND 
DIGITIZER 

• As good as If not better than more 
expensive digitizers 

* Easy to us, no soldering, no knobs to 
turn, no desk space used. In fact Its at 

least half the size of a standard cassette/ 

• Digitally record any sound onto the 
Amiga, own voice, music from your tape 

recorder, walkman etc. 

Comes with mstrucrjons. 6 35 & 3 5 plug on jack 
pug adaptor for walkmans etc 
Also fully compatible with other Wading software, 
perfect sound. Aegis audomaster & many more 
Why pay morel PRIS offers amazing value for 
money State A $00. AfOOO or A20OO when ordering 

Normal price £49.99 



oniy 



£38-99 



you've received you Digitizer send ott lor 
FREE PuOIjc Domain Sound Digitizer Sottvvafel 



wnrn yi 
FREEPl 



TAPE HEAD ALIGNER V2 

• Quick and easy way to align heads 
• Stops many loading problems arising 
• Works on all CBM type datascttcs and 
all C64, 64C 128 computers and suitable 
for colour or black and white TVsl 

Hundreds already sold- Why'' fhii ft (he brst few 
«\ pf*te so forget more expensive 'inula ton'. 
Now Includes special high speed loading 

program which makes iufe you've aligned your 
heath correcriy and yiii incudes free tape head 
cleaner and screwdriver! 

includes comprehensive instruct tons 
It (JerriagnuiOT and solution is <*lso £ C f?9 

fequ.reil add U 79 vxita Qfity 



UNSTOPPABLE RESET 
CARTRIDGE 

• 100% guaranteed to reset EVERY 64 

game available 
* Fits Into cartridge port 
• Protected against damaging your 
computer /unlike others/ 
• works on C64, 64C, 128 

• Quite simply the best available and 

comes with Instructions 
• Add pokes, cheats etc cfi ,9" 

from 64 mags. O^"^ 




COMPETITION PRO 51 

• Arcade Quality Joystick 
* Super sensitive micro-switches 
• Dual fire buttons 

• One of the most robust Joysticks 

available 

• RATED 97% In ZZAP 64. Convinced! 

# A highly rated Joystick. Get yours 
while the price Is right... ^ j .99 

Normally E14.95 only*'*' 



DISECTION 

• High quality 5. 25/3. S disks at 
amazing prices 

• All disks 100% tested and error free 

• No quibble replacement guarantee 

• Labels, write project tabs & sleeves 

Included 

Pines include VAI and poM>W NO HIDDEN 
EXTRAS (UK ONLY) 

European orders add (0% lo loMl cost of dnM to 
cover postage. outs*Je Europe 20% 



BLANK 5.25 disks 

OUANTffr 10 

DS/DO 96 IfM £6 

wvf/i tt'ic t>ox tl4 



2S r >0 
£13 £22 £38 
£18 £27 £43 



BLANK 3.5 DISKS {Atmj<*6l <ft . W 

QUANTITY K) 25 50 100 

DS/DDI3$rpt VI £25 £48 (95 

W'fhtMA/*'* ilB £32 £54 £100 




TAPE/TAPE BACKUP 
BOARD 

• The ultimate tape duplicator 

• No controlling software needed 

• Backups multi-load games 
• Works on 64, 44C. 1 28, VIC 20, PET 

• Requires access to two CBM type 
datasettes • J00% successful 

Very easy to use Backs up every rape game as it s 
loading Now known as fhe best _ rt qQ 

product of its type Qflly ' 

or with CBM Type Daiasette c "X 1 .99 

oniy tJ 

AMIGA EXTERNAL 
DRIVE SWITCH 

• This handy gadget enables you to 
disable your external Amiga drive 

without unplugging Itl 
• No soldering required 

• Simply plugs Into disc drive port 

• Cures all software problems caused 

when the second drive Is 
normally connected 

• Amazing price and a must for all 
Amiga external drive users r O 99 



How (o order... 

All prices include VAT and Free postaqe 
|UK only) 

Payment by- cash, cheque/postal orders made 
payable to - 'Technical Developments" 

Overseas ordering... 

Payment- Sterling only please 

Postaqe charge if not stated 

Europe 12 00 Outside Europe E3 00 

W |0274) 734678 

Phone lines open 9am - 6 pm Monday to Friday only 
B you need any hardware noi listed ring us 
fix a quote 

Govi and school orders welcome 



TITLE Mr/Mrs/Miss INITIAL: 
ADDRESS. 



SURNAME 



POST CODE 



QTY 


ITEM 


PRICE 




















TOTAL INC POSTAGE (Free for UK) £ 





PLEASE USE BLOCK CAPITALS 

Technical Developments 

Dept2. 17 west View. 
East Bowling. Bradford. 
West Yorkshire. 
England BD4 7ER 




THE WORLD OF FANTASY AND HORROR £2.50 
■ 



THE PRINCE 
OF DARKNESS 
John Carpenter says 
THEY LIVE! 

THE SCREAM - 

Meet America's jnsucr in t'livc Barker - 

SKIPP & SPECTOR 

Original Fiction 
from 



SHAUN 
HUTSON! 




THE 

FANTASY 
FACTORY 






4 THE PETITION 
K Make vnur views count! 
plus 



Hunk, I ilm. ViJi'ii Ri.iiu. 



A*V 




n 



j ii 
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THE A 
WOND 

TEBfl 

TF 
OF 

BESFW 
HORROR 

S.F. 
FANT 
LISTE* 

THE AU 
FILM-MA 
PERTS 
'S 

PALPABLE 
TASTE FEA 
NOW! 




v 




I HAVE KNOWN NO FEAR AND 
WOULD LIKE TO TASTE SOME! 

Please send me a copy of Issue I of FEAR, Britain's most exciting new 
Fantasy magazine, price £2,50 (post+packing included*) 



a me ■ * * * * • * • • * ** « » * • * ► • » • 
Address 




□ I enclose £2,50 cheque 

Made payable to Newsfield Ltd please* 



Postcode 

□ I enclose £2*50 postal order 




On the other hand, I'm so excited by the prospect of FEAR that I would like 
to subscribe, and I understand that there is a subscribers' discount plan and 
someamaungspecialoffers.Pleasesendmethedetailstmmediately , . , 
Please tick this box if you would like subscription details; Q 

Send form to; 

FEAR OPENING OFFER, NEWSFIELD, PO BOX 20, 
LUDLOW, SHROPSHIRE SY8 1DB 





BUDGET TEST 



ZZAPI's monthly round-up of budget software 



AQUANAUT 

Power House, £1.99 cassette, joystick or keys 



Allen forces are polluting the 
Earth's oceans, causing its 
flora and fauna to mutate 
into terrible and deadly creatures. 
The sole resistence to their das- 
tardly plot Is the Aquanaut, the 
world's most technologically 
advanced submarine. 

The undersea terrain scrolls 
horizontally from light to left, the 
distance covered being registered 
in a status display. This also dis- 



plays the score and high score, 
damage sustained and torpedo 
status. 

Aliens encountered include 
marauding electric eels, killer fish 
and deadly seaweed. Additional 
hazards come from Navy depth 
charges, air bubbles from explod- 
ing creatures and projectiles 
launched by the underwater deni- 
zens. Should the damage meter 
reach maximum, the game ends- 




Don't be misled by the main sprite's resemblance to 
Sixties super-sub. Stingray - the adventures that 
submersible had were far more exciting than any- 
thing that happens In Aquanaut. The gameplay is so 
Invariant that it soon becomes an exercise in pres- 
sing the fire button as fast as possible, and attempts to dodge 
many of the creatures are In vain because they are In such abun- 
dance. Though the undersea backdrops are on the whole reason* 
able, some of the sprites exhibit terrible flickering. Nothing In the 
game reaches a high enough standard to urge me to recommend 
it, so I won't 





Benefi t 

SCORE DTSTRHct *»-_ 1 1 



l&SkffisyL-.&..£ III 



HIGH 

oSiSio 




Although if s not 
brilliant, 

Aquanaut does 
hold some attrac- 
tions. The sound 
effects consist of whistles and 
bubbly squeaks which are 
appropriate if not astounding. 
Graphically it's average, with 
colourful and diverse back- 
grounds let down by pretty 
unimaginative (and occasion- 
ally Hickory) sprites. The 
gameplay is standard shoot 
'em up fodder: waves of aliens 
and a blaster to obliterate 
them - no marks for originality, 
and no frills to spice up the 
action. If you haven't got many 
games of this type, ft could be 
worth a look; otherwise forget 
it 



PRESEfv ATI0N68% 

Demonstr lonmode, htghscore 
table and Kent inertia control 
method, t r the instructions are 
poor. 



GRAPH I 

Varied anc 
marred by 
flickery sp 

SOUND 

Unusual s 
squeak s> 

HOOKA! 

Initially mi 
scenario £ 

LASTAB 

The unorit 
action so* 

OVEF 

Yet anottu 
unspectac 



S 67% 

;olour1ul backdrops 
nimaglnatlve and 
es 

z% 

aguaiic bubble 'n' 
ids. 

JTY 59% 

jsting lor the altered 

Jdecent backdrops. 

ITY32% 

al and uninspiring 

loses its appeal. 

VLL 43% 

reasonable but 
dr budget shoot 'em 



DESTRUCT 

Power House, £1 .99 cassette, joystick only 



Success in Destruct depends 
on completing 20 strife-torn 
levels of death and destruc- 
tion. In a battle-armoured jet suit, 
the player tends off enemy aircraft 
and guided missiles whilst avoid- 
ing deadly landscape features. 

The two-thirds playing area is 
supported by an information panel 
which details the score, player, 
crystals collected, lives remaining 



and current level. The planet 
scrolls from right to left: rocks are 
destroyed to release crystals, col- 
lection of which provides ammun- 
ition to defeat the end-of-level 
mothership. In the bonus stage 
a friendly alien carries the player to 
the next section: during the jour- 
ney a red energy orb is kept on 
screen for extra points, followed 
by a brief and deadly asteroid belt . 




n m \ B M I 1*1 1 

Si ISl ?- ISI a '. I 




The diagonally-bouncing head routine that greets 
the player's every death Is typical of the level of 
sophistication of this whole game* Murky sprites, 
garish backdrops and aggravating sound effects 
give Destruct the aura of a game you play for 20 
minutes of your life and then abandon to some bottom drawer. 
This Is trigger-pulling at Its most basic and plugging away at 
wave after wave of aliens is remarkably difficult so frustration 
soon overcomes any urge to continue. There isn't enough enter* 
tainment here to merit even a two quid price tag, and I'm sure 
your time and money are destined for better things. 



MM 



Some aspects of 
this standard 
budget blaster 
are quite appeal- 
ing. The graphics 
range from clumsy and bland 
to cute and colourful, some 
backdrops being outstanding; 
the sound la pretty mediocre, 
with occasional silly touches. 
The alien patterns are repetit- 
ive, but the gravity on your jet- 
man and the need to collect 
crystals adds a bit of spice. 
Ultimately, It's only the pres- 
entation (apart from the 
absurd death sequence) which 
saves it from obscurity: the 
two player option and the 
appealing inter-level bonus 
sequences as you guide a 
snaky creature to the next sec- 
tion. If s worth a look If you're 
after a blaster with something 
more than just alien bashing; 
otherwise save your money. 



PRESENTATION 73% 

One/two player option, demo 
mode, interesting inter-level 
sequence and attractive screen 
display 

GRAPHICS 42% 

Varied and colourful backdrops 
with a basic parallax scroll, but 
nothing special. 

SOUND 45% 

Music and sound effects, both ol 
which are fairly unspectacular 

HOOKABIUTY 57% 

The initial lure is simply to prog- 
ress lo the next level; the gamep- 
lay is otherwise derivative. 

INSTABILITY 29% 

20 levels to conquer, but the 
action is too familiar to provide 
much lasting interest. 

OVERALL 38% 

A ptayabie but quickly ledtous 
bias!. 
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1 first played this 
game about five 
years ago on the 
Atari, and 
thought it was 
great. Although Bruce Lee isn't 
as graphically or sonicalty 
good as some of the more 
recent games on the market, 
It's tar from being a dusty old 
fossil, and still manages to be 
very addictive. Just trying to 
work your way past the various 
traps and pitfalls, the vicious 
Yamo and his bokken stick- 
wielding companion, and then 
finally killing the evil wizard, 
will take many hours of play, 
every second of which you'll 
enjoy. Go out and buy this 
game now f it's well worth the 
£1.99 price tag. 




BRUCE LEE 

Americana, £1 .99 cassette, joystick only 



As the legendary martial arts 
expert, your aim is to dis- 
cover the secret of immor- 
tality and gain infinite riches by 
infiltrating the wizard's fortress trapped with electrical charges 
and finding his secret treasure and and defended by the wizard's 
cavern* The fortress ts booby- two guards - the Ninja and the 

Green Yamo, 

Moving from one cavern to 
another, you must collect the lan- 
terns which will open the door to 
the next chamber. You can punch 
and kick the Ninja and Yamo, who 




I was delighted to discover Americana were rere- 
leasing this, as Bruce Lee is one of my all-time fav- 
ourite games. Both the graphics and the sound are 
totally outdated, the gameplay's not exactly a new 
concept, and the two attacking moves are obviously 
nothing In today's world of IK+ and Bangkok Knights. However, 
the combination of platform and fighting games provide a rapidly 
addictive diversion. If you don't already have a copy of Bruce Lee 
you muafbuyttat budget price-It's a classic game with massive 
payability and you'd be mad to miss it the second time around. 



can survive two and three blows 
respectively before they disappear 
to recuperate. Bruce can take 
three blows from his assailants 
before losing one of his five lives, 




but a touch of an electrical charge 
or spikes means instant loss of a 
life. 



PRESENTATION 83% 

A number of player options, 
including the possibility of a 
friend taking the role of the Green 
Yamo* 

GRAPHICS 54% 

Clear and functional, If a little 
gaudy In places. 

SOUND 49% 

Orating title tune and a few good 
spot effects. 

HOOKABILITY91% 

The urge to see the wizard's 
entire fortress is soon addictive. 

LAST ABILITY 95% 

You won't rest easy until you've 
seen the entire game. 

OVERALL 92% 

A classic platform game with 
unmissable addictive action. 



CRAZY PAVING 

Top Ten, £1.99 cassette, joystick only 



■ oward the Robot's job is to 
VVlay 60 paving slabs in four 
B ■ gardens, each on a different 
level and each wrth its own pat- 
terned or coloured stones. 

Stones are laid automatically as 
Howard passes over an area of 
nine dots; the right hand icon on 
the Information display shows 
which slab is to be laid next. Each 
garden is a four-way push scrol- 
ling area, comprising lakes, grass, 
walls and beehives. Keys are avail- 



able which open gates to other- 
wise restricted areas. 

Other creatures and obstacles 
hinder the mission: spiders 
(squashed with rollers) are harm- 
less, but bee swarms, kites and 
wandering umbrellas all lose one 
of five lives- Energy decreases with 
time but is increased by standing 
on a flashing power square. 
▼ Crazy Paving -more fun than 
having a nest of enraged hornets 
thrust down your trousers 




This Is one of the most tedious, laborious and slug- 
gardly games I've ever played: with faster and less 
restricted movement, more cute and colourful 
graphics and a greater emphasis on blasting action 
it could have been decent. Unfortunately, the 
graphics are basic, bland and badly animated, the sound Is unap- 
pealing and the action consists of wandering (slowly) backwards 
and forwards around the landscape picking up keys and objects 
and solving annoymgly simple puzzles. So much could have been 
made of the concept but so little has: if there's one game to avoid 
this month, this is it 



If more attention 
had been paid to 
just about every 
aspect of this 
game, It could 
have been something respect* 
able. Instead, unartlstic 
graphics, awful sound effects, 
and unavoidable deaths all 
conspire to make this one of 
the most unlovable games 
ever It's a shame, because the 
actual game design isn't that 
bad, and It's quite easy to 
make fast progress by picking 
up keys and rollers and travel- 
ling between levels. When this 
is all there is that you can eas- 
ily do, though, tolerance for all 
the annoyances Just fades 
away and you are left with the 
epitome of computer ugliness 
and two fewer coins in your 
pocket 



PRESENTATION 42% 

The limited lour-way movement 
is the only deficiency in an other- 
wise average front end. 

GRAPHICS 16% 

Very basic and not particularly 
colourful or cute. 

SOUND 8% 

Instantly forgettable combina- 
tion of an annoying death tune 
and basic blips. 
HOOKABILITY 20% 
Initial exploration is moderately 
interesting, apart from the slow- 
ness of movement 
INSTABILITY 4% 
It's unlikely that the game's com- 
bination of sloth and tedium will 
appeal tor long, 

OVERALL 10% 

A laborious, slow and very dull 
arcade adventure. 
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POLTERGEIST 

Code Masters, £1 .99 cassette, joystick with keys 



At the controls o( an Exorcist 
space craft, the player 
uses seven forms of fire 
power and smart bombs to blast 
the minions of the evil Poltergeist 
off 32 horizontally- scrolling plan- 
ets. Running Into the aliens, or 
being hit by their shots, depletes 
the Exorcist's shield. 



Extra weapons are obtained 
from the keyboard after shooting 
lollipop* shaped power transmut- 
ers on the ground. Completing 
each level entails the destruction 
of all the alien generators on the 
landscape, whereupon a landing 
pad is activated which warps the 
Exorcist to the next sector. 




OK, so this isn't original In the slightest, and even 
some of the graphics took similar to those in other 
games* Even so, there's plenty of speedy fun on 
offer here for the mindless blaster, with plenty of 
extra weapons to collect and even more aliens to 
demonstrate their effectiveness to. The fly In the ointment was 
the lack of displays for score, shield and lives during play. The 
shield gauge was particularly missed and led to some rather 
unexpected deaths when my defences ran out without telling 
me. If you can stand that minor flaw, though, there's no reason 
why you shouldn't take this opportunity to take the weight off 
your pockets. 
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A Dealing death to the Poltergeist's 
hordes with s trio weapon 



Poltergeist is fast! 
I spent most of 
my time on the 
first few attempts 
wrapping my 
spaceship around the mul- 
titude of obstacles and build- 
ings that litter the playing area. 
But once a bit of control over 
the ship was gained, the seri- 
ous business of blowing the 
hell out of the variety of 
meanles could begin. Graphi- 
cally Poltergeist Is good, col- 
ourful and solid looking sprites 
whizz merrily around the hos- 
tile landscapes. Sound Is also 
good, with a decent title tune, 
but sadly rather ear grating 
sound effects. Overall an 
enjoyable 'blast anything that 
moves' type of game that gets 
my seal of approval* 



PRESENTATION 44% 

No in-game displays for shield, 
score, or lives. Weapon select 
uses a clumsy block of seven 
keys. 

GRAPHICS 66% 

Sufficiently swift-shifting but the 
design of both backdrops and 
sprites *s unremarkable* 

SOUND 69% 

Reasonably appealing title tune 
with good and raucous blasting 
FX, 

HOOKABILITY 70% 

Fast blasting action and several 
extra weapons promise much 
excitement. 

INSTABILITY 67% 

32 challenging levels, made 
more difficult by Ihe unnecces* 
sary distraction of the weapon 
select system 

OVERALL 66% 

A limited but playable shoot em 
up. well worth its titchy price lag. 



METROPOLIS 

Powerhouse, £1.99 cassetto, joystick or keys 



Living in an uncaring concrete 
jungle has turned the Inhabit- 
ants ot the city of Metropolis 
Into victims ot society who com- 
pete desperately for Irving-space. 
You, as Moonboots, have been 
unfortunate enough to find your- 
self stranded in the city and now 
begin the search for the spacecraft 
which will take you away from it all. 
Metropolis is a flick-screen 



arcade adventure in which Moon- 
boots uses objects he finds to aid 
his exploration of, and eventual 
escape from the city. When carry- 
ing the correct objects, Moon- 
boots can change to one of his 
alter egos - Zoid the Droid, Super 
Spy, and the Mad Monk. You are 
given three lives and a life is lost 
when all your energy is depleted. 




So much of the time spent playing Metropolis is 
taken up Just taking objects from the same loca- 
tions that I found myself bored witless within a very 
short time. Graphically the game Is awful - simplis- 
tic, Spectrum aequo sprites wander around bland 
backdrops. It's almost as tf this place of software has fallen 
through some sort of time warp, because it tent of the standard 
I would expect to see today, even in budget releases. If you aren't 
a fan of the genre Metropolis has nothing to convert you, and even 
hardened arcade adventurers may find it pretty poor fare- 



; - n i she, Cf s;-;^ 



j||.\jL 



II.- jl 



JIIMt i! 

Jll.Xil 



LJL 19&JUL 




This Is very much 
in the Pyjamarama 
vein, and to be 
honest, I can't 
say the genre Is 
one of my favourites. Picking 
up items then trying to find log* 
cal connections between 
them is only reasonably good 
tun, even if the graphics and 
sound are competent, but 
when such action Is bound to 
the poor aesthetic qualities of 
Metropolis, my level of Interest 
doesn't stay high for long. I did 
persevere, though, and from 
what I saw of the game, I think 
can safely say that anyone 
who enjoys this sort of arcade 
adventure should find the 
thinking required for progres- 
sion sufficiently stimulating to 
make it worth a couple of 
pounds. 



A Wally Waek In a space suit? 



Stmplo single colour npnte* and 
SOUND 34% 

Reasonable spot ettoci* but no 

HOOKABILITY 47% 

An interesting game, out onty if 
Pvjamarsma is your thing. 

LAST ABILITY 60% 

Lotfcol poult aohtfna albeit ot 3 



OVERALL 427< 



B 
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STAR WARS DROIDS 

MAD, £2.99 cassette, joystick or keys 



BUDGET TES 



SUPER TROLLEY 

Mastertronic, £1.99 cassette, joystick only 



As part ol a recent series of 
Jim'IIFixIt MrSaville fixed 
rt for a young program- 
mer's game to be released to the 
general public. Super Trolley. 
released by Mastertronic, is the 
result. 

As a shett stacker in the local 
isometric 3D supermarket, the 
player is set tasks by the store 
manager which must be com- 
pleted within a time limit to gain 
points. These tasks involve col- 
lecting foodstuffs from the 
warehouse and stacking them on 
the correct shelf, a Job hindered by 
shoppers, dogs, pesky kids and 
porters who take great delight in 
unstacking your shelves. Each 
daily assignment is more difficult 
than the last, and failure to finish 
work in the allotted time loses 
points- Just like real life, consistent 
competence Is rewarded with 
promotion, but eternal failure 
results in condemnation to the 
dote queue. 



A little lad's letter 
sent to Jlm'IIFw tt 
hardly seems like 
a promising start 
for a game 
design, and Indeed It lives up 
to all expectations - in other 
words, it's awful! Super Trolley 
is feeble in every sense of the 
word. Derivative scenario, dire 
graphics, weak sound and 
totally monotonous gamoplay 
combine to form a whole 
which, even at the standard 
budget price of £1.99, Is over- 
priced. Even the instructions 
are substandard, giving virtu- 
ally no help to the player at all. 
Not even a day with some of 
Paul's favourite Geordie say- 
ings could be as dull as this 
and I value my money too 
highly to give tt to purveyors of 
such 'entertainment*. 




A All the excitement of the supermarket and lots more besides! 



From the screen 
shots on the 
packaging, It 
looks like this 
was originally an 
Amstrad game, and Super Trol- 
ley certainly looks better on 
that machine. The Commo- 
dore version is occupied by 
drab, grey sprites which trun- 
dle over drab, grey backdrops, 
and it's very, very easy to get 
lost with screen upon screen 
of undlstinctlve, isometric 
block screens. In fact, I 
couldn't even find the 
warehouse, and ended up 
going round in circles Instead, 
making progress impossible 
and the game unplayable* 
Steer your software shopping 
trolley well clear of this one. 



PRESENTATION 68% 

Only an Invaders loader to entice 
the player. 

GRAPHICS 24% 

Boring sprites and contusing 
supermarket aisles. 

SOUND 35% 

Nauseatingly jolly tune and no 
sound effects. 

HOOKABILITY 20% 

Mazes of shelves make super- 
market familiarity impossible. 

LAST ABILITY 10% 

Even if the warehouse could be 
found, this game would still be 
ultimately tedious. 

OVERALL 17% 

An unplayable game which 
should have stayed in Jimmy's 
magic chair. 



hose trouble- shooting 
'droids. C-3PO and R2-D2, 
■ have crashed on the moon 
of Auren where they have been 
captured by the Fromm gang and 
locked in a cell on the lowest level 
of gang's hideout. Their friends are 
above ground, ready to collect the 
droids when they reach the sur- 




face. 

The way to the surface is 
blocked by barriers and lifts con- 
trolled by computers which R2-D2 
can hack via a memory sub-game. 
Gaining access to a computer 
requires a security pass from one 
of the patrol droids, which must 
first be destroyed with a deftly* 
lobbed crystal. 



In Droids, the wonderful Star Wars characters 
haven't been used to anywhere near their full poten- 
tial, and the game seems to consist solely of wan- 
dering through corridors, throwing crystals and 
playing Simon games to open barriers or lifts. 
Graphically, the game is a mixture, with well defined parallax 
scrolling corridor borders but blocky and unrepresentative 
sprites. In-game sound Is sparse but the effects are approp- 
riately robotic when they do appear, and match the Droids theme 
tune on the title screen. Overall, a wasted licence of what could 
have been a very interesting game. 




The Star Wars 
droids don't 
strike me as suit- 
able candidates 
for a computer 
game license, and this release, 
with such weak gameplay, 
does nothing to convince me 
otherwise. The icon control 
method Is a novel but ulti- 
mately unsuccessful Idea 
because the icons are so 
poorly designed that they 
don't give any visual clues as 
to their purpose. The smooth 
and effective parallax scrolling 
Is let down by poorly defined 
and blandly coloured sprites, 
which fall to create any sort of 
atmosphere but do manage to 
conjure up intense boredom. 
AM In all, unless you're an avid 
Droids cartoon fan, give this a 
miss* 



PRESENTATION 70% 

An invaders loading game 
backed by Hubbard's One Man 
And His Droid (droll!) music, bul 
no game options. 

GRAPHICS 51% 

Pretty parallax corndor borders 
but awful sprites. 

SOUND 56% 

Reasonable Drotds TV theme, 
and sparse robotic effects, 

HOOKABILITY 68% 

Ignoring the spntes, getting pasl 
bamers and killing robots is Ini- 
tially quite fun. 

INSTABILITY 39% 

Repetitive backdrops and action 
don't amuse for long. 

OVERALL 36% 

An unlikely licence has produced 
an unambitious game. 



T Where's Master Luke when you need him? 
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AMIGA A500 AH our Amiga A500 

machines contain the following standard features 
^^^^ forUfu otttyfwisti stotirtQ 

• / MEG DISK DRIVt. 

• STEREO SOUND J 

• 4096 COLOURS • MULTI- TASKING I 

• BUILT IN SPEECH SYNTHESIS 

» MOUSE • TWO MANUALS 

> OPERA TION SYSTEM DISKS I 



pack 1 SYSTEM 

AMIGA A500 plus 



GORDO0 

HARWOOD 



OOD 



Withall - Worth £24 95 

7 V Modulator Worth £ 24 95 

Deluxe Paint - Worth £24 95 
Goldrunner - Wodh €24 95 m 
Starghder - Worth €24 95 fi 
Amiga Tutorial Disk L 



£399 



Pack 2 HARWOODS 

"DUALPACK" DEAL 

AMIGA A500 (Pack 1) supplied 
with COLOUR MONITOR 




P 



(Please note, this 
pack does not include 
B Modulator) 



£649 



k3 



pac* * BUSINESS SYSTEM 

AMIGA A500 plus 

• COMMODORE 1081/4 COLOUR MONITOR 

• COMMODORE MPS 1200 PRINTER 

• "THE WORKS'' INTEGRATED BUSINESS 
PACKAGE WITH COMBINED WORD 
PROCESSING SPREADSHEET AND 
DATABASE • "TRANSFORMER "PC 

EMULATION n^f\f\ 
PROGRAMME 4- / Li Li 




WE ONL Y SELL GENUINE 

U. K. SPEC. AMIGAS 

Not Imported/ Modified European Models 

Don't forget - you can a/ways 
visit our extensive showroom/ 

DEPT. ZAP 69-71 HIGH STREET 
ALFRETON- DERBYSHIRE- DE5 7 DP 

Tel. (0773) 836781 



AMIGA 2000 

WITH FREE 1 MEG INTERNAL DRIVE 
PHONE FOR LA TEST PRICES 

COLOUR MONITORS . . . ' 

Now with FREE Connector Lead 
to fit most computers . . 
Please state type when ordering 
eg. Acorn Atari, Commodore, 
IBM. Sinclair etc etc 

• 14" COLOUR MEDIUM 
RESOLUTION • PLUGS STRAIGHT IN 
f To Amiga and most other computers) 

• GREEN SCREEN SWITCH I Philips only) 

• STAND A MAILABLE • TIL TING FACILITY 
% STEREO SOUND (Philips only) 

COMMODORE 1081/4 
MONITOR £249 

PHILIPS CM 8833 

_MONITOR £269 

COMMODORE MPS 1200 PRINTER {£799 
ONE MEG EXTERNAL DRIVE £J 74 g 5 

/Including W Free Disks >n library Cast/ 

NEW FULL COLOUR PRINTER ftHSf 




10 - 3Vz" DS/DD BLANK 
DISKS in FREE Plastic Library 
Case with Labels - 

ONLY £13.00 Call for quantity discounts 



COMPARE OUR SERVICE! 

ft Fi/Ll f3 WWW WAftRANTV It ***f ymhfs /wwr hi be tmiTv 
Mfitn in <u*vx i>' htisv fh, r w*f't, r *o r ', J( (V *'< A NFWUN*7 

+cotttrTtntofA<iurY Antfmty&mukm .» 



{ 



2> ORDERING 

^ • 24 HR Credit Card Order Line 
* FREE Postage 

Add £5 NEXT DA Y COURIER 

ffn unit 

12 36 Month HP Terms Available 



GORDON HARWi H 



trt : fMV&hfr to 

>MPtJ!tRS 




CINTRONICS LTD 




STRATEGY 




ADVENTURES fr SIMULATIONS 


Commodore 64/128 discs 




PoDiilar SSI titles* 




BATTLE OF ANT1ETAM 


£19.95 


BA IT LECKUlSER 


£19.95 


BATTLEGROUP 


£19.95 


COMPUTER AMBUSH 


£22.95 


GEMSTONE HEALER 


£13.95 


GETTYSBURG 


£19.95 


a unrr ti t i nnr 

KAMrrUKUrPE 


£19.95 




£13.95 


OPERATION MARKETGARDEN 


£22.95 


PANZER GRENADIER 


£19.95 


PANZER STRIKE 


£22.95 


PHANTASIE III 


£13.95 


PRESIDENT ELECT 88 


£16.95 


fit. IF^TRflN II 


Ll 3.9? 


RINGS OF ZILFIN 


£13.95 


SHARD OF SPRING 


£13.95 


SONS OF LIBERTY 


£22.95 


U.S.A.A.F. 


£19.95 


WAR GAME CONSTRUCTION 


£13.95 


WARSHIP 


£19.95 


Other popular titles: 




FLIGHT SIMULATOR II 


£26.95 


PURE STAT BASEBALL 


£29.95 


TELENGARD 


£22.95 


WIZARDRY PROVING GROUNDS 


£29.95 


Mail order only. All programs are on disc only. 




Please make cheques and postal orders payable io CINTRONICS LTD. 


All prices include postage and packing in UK. Overseas rates: 


Europe add £2 per item. Outside Europe add £6 per item (Air Mail). 





^ 



BYRITE SOFTWARE 



each Oft buy twoceTONC Free 



ChlTOw. fcAo«y on 1h» Run, L*tt* Computer Pmo&*. W*fc>w P«lt*nv MMMj GtW BMr> RftKW 

Ffacuw*, Mom^^as Rfl^ntp T«n09 of Terror, KWojT 6xp^«r DouM T«M iS^HZ^clStS 
C*-*nae«w <*8u«on Kvo^ St» Lmm Bmm. OMtMom N«oS^ teSlv 

£TO^lJ^CCWOl M«C Hc^TroOpW O^Tr^TjC* (*v*tt> ActK>V Pol* T^rSE 

Gam«. o* it* Gobott. &m Si* P™ tta A*t» CtorcJy RonmMFmKi 

W«tr^ toe*. HrtW Ww^C^i hl^^MW MM* B rour C*r*» flonT jShT S?! 



OMWOOOUJ t ? EACH 



Blood i i I km 
SoW. 



C OMMODOAt ft? 





I Of BvpOnd . H#d H#** . Kcfftn. Mr Robot 

Scon Ad»m* Scoop*. Bmt ol Ooyond, Namo Bonanza Cori 

Op Conn»i»on ttc iCyTt* CwM S^^O^. hpw 

u^f^G^cc-^ctwi^rrNjEootoivr - 



Goo* 

OtttormP«no* 

Pn3 :^ 

lmrotoB9XPi1«?( 
LoqoOk 
tmtniQnil Boeov 

Hn Mow 

Future F^artM 




AT LAST! 

COMMODORE SPARES 

AT DISCOUNT PRICES 

CIA 6S26 £11.95 ROM 901227-03 £14.99 

MPU 6510 £11.99 ROM 901225-01 £9.99 

PLA 90611401 £9.99 SOUND 6581 £14.99 

ROM 901226-01 £9.99 RAM 4164 £2.99 

REPAIRABLE CM POWER SUPPLY UNITS £28.99 now £24.99 
All prices include poM 6packing. handling and VAT-send yow faulty computer 
and P.S.U. lor cilimatr and repair from £9.99 + pant* VAT. 

SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST. CLEVELEYS. BLACKPOOL, FY5 JNE 

Tel (0253) 822708 

TRADE ENOUIR1ES WELCOME 



Send large S.A.E. for full !isi 




(TliCF^SniPS, 

DEPT 2ZAPS4 

37 SEAVIEW ROAD WALLASEY 
MERSEYSI0E L45 40N 

Tel: (051) 630 301 3 (24 Hr Anuion*> 




HARDWARE 



B71 



C8M 128 LVnc Built »n 
Commodore 6*C pack 
■?80 mtf 1571 Qfivc+Monrtof 
Ctiizen tf&D Primer uFacel 
Jutu60000aisv*hcel 

COHMODOflE AMIGA few Lot Pr« 

*54ic bsc 0m 

1571 DS Dtsc Drive 
Phiit&s Med Res colour mon 
CBM W\t colour mon Hi Res 
CBM 1900M C128 monrtor 
Pansscyiic KXP1O81 iwaer 



UTILITIES 





TAPE 






PrirtsfKjp CompanKXi 




An Studio 




Graphic AeTrtntufC Cmlor 


tl695 


Pnmsftop 




Mint Office II 


E1295 


Tasw3fd 





E399M 
115995 
C499.90 
E19995 
113995 
fMSSS 
C169 00 

ami 

[26995 
1224.50 
199.00 
£179 95 



DISC 
til 95 
124.95 
E1595 

E22.95 
132.95 
£1695 
£1695 



ACCESSORIES 


CBM DaiacoiOet 


£29.95 


Altai C64/128 Recover 


(24.95 


C64/CB Aoapioc 101 any recoroei 


£1995 


C&4.128 Dec (Jnvc/onnWf catte 


£399 


Osc Noichet 


£4.99 


Bo» 105V*' A«iomDSDD discs 


£9.95 



Precision (10) Brandw discs 


£7.99 


64C tetface"*™ casing to' ok) 64 


£1995 


LocnaW dec bo» (holds 100 5V«*| 


£10.95 


Conpuiet/Tv lead <?m> 


£199 


Head ahonfieni M (Specify model) 


£7.95 


VIC 20 Ltff mooulaior 


£1495 


MPS 801 ndhon 


£3.99 


MPS 803 ribbon 


£399 


StarNL lOnbbon 


£599 


OttBn 1200 ribbon 


£4.95 


Daiei Motrieraoaid 


£16.99 


cbmMvc psu 


£24 95 


Disc Demon 


£6399 


Oolph'n DOS 64 


£6995 


ttolphm DOS 128 


£79.95 


Ftert nuOtme 


£24.95 


Data smaicad 


£29.99 


Quick Disc * 


[16.95 


Usei port reset swiich 


£599 


C6*V1C luxury cow" 


£6.95 


1541/1570 dusicovw 


£4.99 


1 . 64C iu<ury M 


£6.95 


CBM 1?8 luiury ccw 


£695 


Weos mousft'eheese (disc or tape) 


£24 95 


Konu speeding joysiitk 


£1195 


Mach 1 joysticli 


£1399 


Super G Cemronics punier interface 


£34 95 


New RAM nierosiWcned pysixk 


£995 



Personal callers welcome - mail order 
prices only on production ol advert. 



ORDER BY PHONE 
WITH HOTLINE 
051-691 2008 



oven in thus uaiiabu pieas sew rw 

ZZAW fBEf «0O IIST WIIH 1RS1 OflDHf 
Parted ImammniK uaoM NO' 
PrttlWi PWMaquf 

Htm mM m M^lTrwS^S. 153 mH 129 
im «d» no »m run 
turn m tW «U Itt to Gnxf I Cm« 
ramg rMtoay ■ y«i ito d« ■»* iMpaiiTi 
Omni oMrmn OunqM hi pna a* cow 
md!t*tM NonfMtaM «M S% N imI 



051-630 3013 
CUSTOMER ENQUIRIES 
051 691 2008 
MAIL ORDER 



051 



630 5396 
COUNTS 



FAX 051-639 2714 
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> THE FAB 
AND WACKY 
ZZAPTIONNAIRE 

RESULTS 



WAYS 




MAKI N G 





After many hours of intense calculator-bashing by the ZZAP! Facts and Figures Dept. we can 
bring you the results of the ZZAPTIONNAIRE as ascertained from a sample of 500 survey 
submissions. Who are you? What are you? What are you wearing at the moment? The answers 
to all these questions are revealed . . . 



ARE YOU MALE OR FEMALE? 

Well, this obviously wasn't the easy question 
we thought it was. Two of the 500 entrants 
couldn't decide what sex they were, which 
doesn't worry us, but it should worry them. 
Luckily, the other 496 people were more deci- 
sive and the final count was 492 male readers 
to only 6 females. In percentage terms, this 
makes 98.8% of ZZAPI's readership male, and 
a mere 1.2% female. Hmmm ... not surpris- 
ing, but perhaps slightly disappointing. 

AGEIST REMARKS 

Again, the results of this section of the poll 
weren't surprising and, as predicted last year, 
the average reader is male and around 1 6 years 
old (16.95 to be exact - but that's a simple 
arithmetical average). The mode, which is the 
most popular age group, is that of the 15 year 
olds. At 92 out of 500, this group make up a 
hefty 20% of the readership, followed by the 
16, 14 and 17 year olds who make up 15.3%, 
1 4.1 % and 9.1 % of the poll, respectively. Mov- 
ing away from the mid-teens, readership 
begins to drop off. though there is a surprising 
peak-ette between 30 and 40 years where 
there are 35 readers altogether, that's 7.6% 
overall. 



LIFE, THE UNIVERSE AND 
WHAT YOU DO IN IT 

With the majority of entrants being only 15, it 
wasn't unexpected to find that almost three- 
quarters of the readers from the cross-section 
are still at school. Those lucky enough to be 
working full-time made up the next largest sec- 
tion, a comparatively small group of 77. The 
test of the readers hovering around the top end 
of the teens, it was again no surprise to find 
that a small selection of 32 readers were having 
to fit their gaming sessions into college or uni- 
versity study schedules. Such is the price of 
intellect! The unemployed and part-time work- 
ers came next, with 19 and 7 entrants from 
each section, respectively. Don't bother get- 
ting your calculator out. here are the percen- 
tages: 

At school 73% 
Working full-time 15.4% 
At college/university 6.4% 
Unemployed 3.8% 
Working part-time 1 .4% 



THE BIG MONEY 
GAME 



How much cash can a 16.95 year old get his 
hands on every week? Judging by the figures 
for this question, not more than ten quid. The 
highest concentration of readers, 364 from the 
500. spends between £2 and C5 on games 
each week, which suggests that the market for 
budget software is very healthy indeed. Next 
up were 106 slightly wealthier gamers paving 
from £6 to £10, but the real moneybagses are 
in much shorter supply. Only 28 of our cross- 
section were prepared to commit more than 
£1 1 to their joystick fodder, and only three of 
those can run to over £20. This means that rf all 
82,933 of ZZAPI's readers were to spend £5 a 
week on games, the software industry would 
be worth a staggering £21 ,562,580 a year. Just 
think how many doughnuts you could buy with 
that, Gordon! Anyway - percentages: 



E2-£5 

£6-£10 

£11 -£20 
Over £20 



73.1% 
21.3% 
5.0% 
0.6% 
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A STATE OF 
UTILITARIANISM 

This section of the questionnaires revealed 
that 101 {20.3%) of the entrants had bought 
utilities in the last six months, but only SO 
(exactly 10%) of the 500 can see themselves 
buying one in the near future. The majority are 
less technically- minded, and 397 people 
(79.7% of the readers) haven't bought a utility 
recently and an even larger 449 (90%) don t 
intend purchasing one for some time to cornel 
Stick that in your pipe and smoke itl Top of the 
utility fan's shopping list are games writing 
thingles. followed by Desk Top Publishing and 
business aids, then art programs and music 
packages, 

PERIPHERY 

Proof conclusive that the vast majority of read- 
ers don't like to spend their money on anything 
for their 64 apart from games. Only 29.4% had 
bought a peripheral in the last six months, and 
an even small proportion. 21 .4%, of the people 
who replied were planning to buy one in the 
next six months. What most of them were sav- 
ing their money for were joysticks, disk drives, 
backup devices (hmmm . . . ), printers, and 
even mice. 

A NEW COMPUTER? 

Ha! who says everyone's upgrading? Not our 
sample of readers, that's for sure. A piddling 
1 8% of them admrtted to coveting more bytes, 
colours and pixels, in the form of Arnicas, STs, 
and Sega and Nintendo consoles. So don't 
despair - there's certainly life in the old dog yet! 

UNDER THE INFLUENCE 

As was the case last year, the biggest influence 
that affects your choice of game is the 
magazine review. After that, it's every influence 
for itself, though the advice of a friend, then the 
price also have a significant affect on the 
games you buy. The final standings came out 
fike this: 

1. Magazine Review 

2. Friend 

3. Price 

4. Author 

5. Advert 

6. Producer 

Could this be proof that no matter how good 
your advertising, it's still the quality of the game 
that counts? (Is it prudent to ask? Pass the fish 
fingers. Gordon) 

GETTING INTO THE ZZAPI 
GROOVE 

Apparently, just over 16% of our readers have 
been buying ZZAPI since Issue 1 , and after the 
first six months of ZZAPI. 29% of the you had 
caught the bug (so that's what happened to 
Rockford . . . ) The first year ended with 43.6% 
of our current readership and since then, 
things have Increased steadily at an average 
rate of just over 2% per month. Of course, once 
you start buying ZZAP!, the habit isn't an easy 
one to kick, andaccordlng to our survey 74.2% 
of our readers have been buying every issue 
since their first. 

In doing this. 23.2% of you make sure of an 
early copy by subscribing, and an equally sec- 
urity-conscious 28.7% get their newsagent to 
reserve them a copy. A whole 48.1 % prefer to 
live on the edge, though, and buy their ZZAPIs 
off the shelf. 

When it comes to sharing your fave mags you 
lot aren't too obliging, and a large number of 
readers like to keep their mag to themselves, 
as the answers to the question, 'How many 
other people read your copy of ZZAPI?' 
revealed. 
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Nobody else 35% 

One other person 28% 

Two other people 1 7.7% 

Three other people 1 4.8% 

Four other people 3.4% 

Five other people 3.6% 

After this, percentages dwindled, but it trans- 
pired that copies of ZZAP! being bought by the 
494 readers who answered this question 
would circulate amongst 1.231 people. From 
this we can work out that, on average, you 
share your magazine with 2.49 others, and with 
82,933 copies being bought each month, it is 
actually being read by 206.661 Commodore 
owners. Wow! 

THE COMPETITION 

What magazines do you read when you aren't 
scouring the pages of ZZAP!? A pleasing 
22.8% of the questionnaires were filled in by 
people who got everything they needed to 
know from ZZAP! alone. The popular choice 
for other forms of literature was our illustrious 
rival. Commodore User, followed closely by its 
EMAP chum. C&VG. 

Commodore User 31.9% 
C&VG 21.3% 
The Games Machine 19.6% 
ACE 12.1% 
CCl 6.4% 
Other 5.9% 
Popular Computing Weekly 

2.8% 

Moving on to the next question, which was, 
'Which other magazines do you read regularly 
but not buy?', the above order changed little, 
only causing Commodore User and C&VG to 
swap positions. 

THE GAMES PEOPLE PLAY 

'What type of game do you enjoy?' we asked. 
The order of preference votes proved deci- 
sively that the games most of you crave are 
good ol' shoot 'em ups, followed closefy by 
arcade adventures. Simulations and adven- 
tures were the next most popular and coming 
up behind them were strategy games and that 
ubiquitous category, the 'Others'. 

FAVOURITE THINGS 

The popularity chart of ZZAP! features experi- 
enced a subtle change from last year, when 
the Playing Tips dominated the order of popu- 
larity. This year they took a back seat to the 
reviews, which received 75 more points In our 
'Award marks out of ten' patent voting 
scheme. Moving up to third position from last 
year's number six slot were the previews, then 
came those ever-popular competitions. The 
thrifty voters amongst you put the Zzuperstore 
into fifth position, just in front of the News and 
Rrap which gained an equal proportion. 

Coming in next, at eighth position, was the 
Cheap and Cheerful budget section, which 
managed to pip the Charts by 118 points. 
Occupying tenth place were those fab 'n f brill 
subscnption offers, and then slipping down 
one position from last year were the ads, in 
eleventh place. 

Editorials followed, quickly chased by the 
Scorelord's High Scoring Heroes, which was 
in turn followed by the Challenge (this would 
perhaps have proved more popular if H hadn't 
just been reinstated in the month of the ZZAP- 
TIONN AIRE'S printing). The Diary of a Game 
came next on the list, just beating Glenys' 
cheery results page. 

The minority pursuits of adventuring and 
strategy gaming gained the minority of the 
points, with the Harlequin and Phllippa's Man- 
oeuvres featuring seventeenth and eighteenth 
in the list. Last, but by no means least, was Mel 
Croucher's 'Love It or Leave it' Baud walk. 



From our questions about individual sec- 
tions, we discovered that 81 % of our readers 
enjoyed Film/Game Tie-in Features. The occa- 
sional features such as the Flying Tonight arti- 
cle were also popular, being in favour with a 
good 77.9% of you. Mel's Future of the Soft- 
ware Industry found favour with 77.7% of you. 
but the PBM section proved less popular, and 
got the thumbs down from 61 .5% of the read- 
ers. 



REVIEWS REVIEWED 

Software coverage was scrutinised in our next 
question, in which marks out of ten were 
awarded for News. Previews and Reviews. The 
average marks for each were worked out at the 
following: 



News 

Previews 

Reviews 



7.57 out of 10 
7.86 out of 10 
8.65 out of 10 



I 



We then focussed on the reviews in particular, 
and discovered that the vast majority (87.2% 
and 84.6% of the respondents) felt that our 
reviews were detailed enough and long 
enough. Just as in last year's ZZAPTION- 
NAIRE, the question concerning screen shots 
was not quite so black and white, though 
52,3% of you thought that, on the whole, there 
were enough. On to the actual comments 
themselves, which 85% considered 
sufficiently detailed. An encouraging propor- 
tion of readers' Judgement on games concur- 
red with our own- In fact, no-one out of the 500 
disagreed with us all the time, but 3% agreed 
with our ratings only rarely* More often than 
not, 88.4% of you think we have the right idea, 
and an even more agreeable 8.6% see eye to 
eye with us every time- As for the rating system, 
a further majority, 76.7% want to keep the sys- 
tem as it is. 

1 Do you use ZZAPI as a source of reference 
when buying software?" we asked. After read- 
ing the results of the questions regarding 
reviews, we weren't surprised to find that a 
vast majority (99.5%!) of you do use ZZAP! for 
assessing purchases at least occasionally. 

COVERING UP 

Our man wilh the airbrush, Oliver Frey, was 
pleased to find that 95.6% of you think his 
covers are at least OK. In fact 57.4% thought 
the covers were great, and only a disagreeable 
0.4% felt they could be branded as RUBBISH. 
Pah! Some people just don't appreciate art. 

WET FEATURES - 
DO NOT TOUCH 

And finally, what don't you want to see in 
ZZAP!? We were mainly warned away from 
three subjects: Video Reviews, which 43.2% 
of you objected to; Amiga coverage, which 
inspires loathing in 31.4% of our readership 
(doesn't this mean 68.6% of you are in 
favour?); and Compunet. which got the 
thumbs-down from 29,6%- With the Com- 
punet page returning in this very issue, we shall 
be watching our mailbag closely for revised 
views on its inclusion, but hopefully no-one will 
find it too tiresome. General features were next 
on the most unwanted list, receiving 12% of 
the vote, and they were followed by objections 
to arcade coverage, which possessed the 
souls of 10% of you- Well, we'll just have to see 
what we can do about that. 

AND A BIG THANK YOU 

TO... 

We'd like to say thanks to everyone who 
helped us out by filling In a ZZAPTIONNAIRE 
form. As promised, prizes of software and 
items from the ZZAP! wardrobe have been 
awarded, so if you think you could be one of 
the lucky winners, turn to Glenys' Results Page 
with all due speed. 




ZZUPERSTORE 

SUPERSTORE 

|Y Whether top games software, high-tech 
I E\ joysticks or designer T-Shirts and caps or just 
simply dustprotective keyboard covers and 
ZZAP collecting binders, there is everything 
you couldn't be without. Remember, the 
incredibly low prices include VAT and postage 
& packing. 



ZZUPERSTORE 

HARDWARE 

OFFER 




75.00 



THE SILENT PORTABLE PRINTER 

The HUSH-80 from Ergo Systems is a small portable 
thermal printer, quiet in operation, which is ideally 
suited for home use, office back-up and everywhere 
when NLQ isn't required. Fast and efficient - no pre- 
tensions to anything else. Easy to operate, quick to 
load and simple to service. A friend to the budget con- 
| scious, a professional product at an economic price. 




FAST-Bidirectional text print- 
ing at a quick 80 characters per 
second. 

QUIET-Uss than 56 db noise 
(in case you need to hear a pin 
drop). 

VEIttATILE-Under control 
from your computer, print line 
can be set lor double size 
characters at 40 per line, or half 
size characters at 160 per line. 

PORTABLB-Standard unit 
less than 3 pounds in weight 



including 90ft.papef roll. 

LOW COST GRAPHICS. 

LINESPACIHO-Can be 

programmed to 4,5.6,8 or 9 
lines per Inch, 

ECONOMICAL— Uses low 
cost thermal roll paper. Sharp 
tear bar permits economy tear- 
off of paper lengths - Use only 
what you need. No ribbons to 
run out or replace. 
RELIABLE— A full 3 month 
limited factory warranty. 





V 



tpftefflcatJom 



PRINTING METHOD; 

Therms rjot matrix 
PRINTING FORMAT: 

6 1 7 Dot Malm 80 columns 



CHARACTER SET: 

Alphanumeric and Womatrorwji Charac- 
v- M 

PRINT SPEED: 

80cps 



PRINT DIRECTION: 

Bidirectional whan printing tevt 
Un*d*roclonal when printing graphics 
CHARACTER SCZEi 

Standard BO Characters par line 
E*p*nded/Doub4o Width 40 Characters 

Conderaed 1 60 Character* par Una 
PRINT MODE: 
Normal/1 nvaraa 
GRAPHICS HODL 

Dot ArjdreaaaWa. 480 Columns. 7 Doti 

Per Column 

PAPER: 

Thermal Rofl or Fajt papor. 8.S InchM 
Wide 

30 motors Easy-toad feature 



INTERFACE: 

ParaAe! (Amiga 500. Atari ST. PC-corn- 
pal***, AmstradCPQ 
Serial {Commodore C64/1 2fl| 
POWER REQUIREMENTS: 

220VAC lo Transformer flndudad) 
Pnnfar Input 9VAC. 

EROO HUSH-80 PRINTER 
PKLUDIHQ POWER SUPPLY, 
CAS LE AND 1 ROIL OF PAPER] 
OFFER C75.00 IMCL- VAT AND PAP 

COMMOOORE CS4/126 VERSION 

C OOET0 37H 

««TRAD CPC VERSION. COOE 
T036H 

AMIGA SOO VERSION. COOE T039H 
ATARI ST VERSION. CODE TO40H 
PC VERSION. COOE 7041H 



up to IS < 



ZZUPERSTORE 




Either you've got the grottiest looking 
keyboard thts ede of FRACTAL US. or We 
you ' ve jjst punSiascd a sptffng new one, n 
any case, you'l want (o hide it from 
recnrrnnatrg eyes or protect rt from dual, 
coffee* fracud crumbs, ptnei dandruff 
cnooae from some super quaAty coven 
made tpecMy tor your keyboard - tfiunky 
fudge s»W 64 ( super-elm modem 64G or 
128 

CBM 64 KEYBOARD COVER 

OFFER 5.007007K 

COM 64C KEYBOARD COVER 

OFFER 

CBM 1 28 KEYBOARD COVER 
OFFER 5M2009K 







i 










Have you goi a BlNDng fetation wtm your 
favourite ccrrputer mag"? Gve it the best 
possible care ana ctiam, gag and strap >t 
Into our dofctoua looking maroon binder 
wrm go*d logos. Earfi btnoar comae wfth a 
plastc year' stickurlo identify tte vint 
ZZAP1 BINDER OFFER 4.50-Z01C© 



Eliminate tape loaong fyocrfems w«n 
LOAD It 

Achieves 1 00% loadng success even on 
iho most obsunaie tapes. 
LO AO fT gyves you 

• 100% loading success 

• Remanent head alignment ad^iment 

• LEDIgnisfCKOasylunoglocplfcmalsig 
nal 

• Guaranteed for one yw 
A#xov*?a by taxing software nouses 
LOAD IT CASSETTE DECK 
OFFER 3M07011H 




eunoMAX joy board 

TNt super control console provides you 
with every possible fmng and movement 
option. Directional control is switcftabto 
between micros witch- action joystick and 
two games paddles. Ffrmg can be acti- 
vated with two large fire buttons and Auto 
Fire features variable frequency setting. 
Two LEO'S indicate ftnng action . The unit 
is connected via a 2 metre long cable. 
Suitable frv Commodore VC- 
20.CB4.C1 28.C1 2B0 and AMIGA 500. 
EUROMAX JOY BOARD 
OFFER 19.96. T130H 
KONIX SMI DK I NO 
The joystick that actually fits your hand, 
with a Are button angled for your trigger 
finger to ensure accurate h*gh-apeed 
acton Solid steel breakprool shaft with 
neat clicking sound tor every position 

move you make. 
KONIX SPEEDKING 
OFFER 10.99. RRP 1199. T132H 



BUHOMAX PROFESSIONAL 

Htgh durability, rapid response and uttra 
sensrtive movement accuracy from this 
advanced ergonomic design. Ideal for left 
and nght hand p*ay 1 5m cord 
EUROMAX PROFESSIONAL 
OFFER 15.96. T133H 




POWE RPLAY CRUISER 

This excellent joystick features moo- 
switch directional control and fire action. 
A unique vanadle tension control aJfows 
the user to adjust the direction control to 
extra sensitive, normal and firm. A wide 
base and four suction cups provide good 
table-top operation. 
POWERPLAY CRUISER 
OFFER C9.99, T131H 

EUROMAX PROFESSIONAL AUTO- 
FIRE 

AJi the quality ol the PROFESSIONAL 
with the added bonus of the AUTO FIRE 
option (may nol work on some computer 
systems). 

EUROMAX PROFESSIONAL AUTO- 
FIRE 

OFFER 1&93T134H 

DYNAMICS COMPETITION PRO 
DOOO (normal) 

Features arcade quality micros witches, 
dual fire buttons, robust steel shaft and 
rubber return tor smooth control and 
longer Me. Extra long 1 .5m cord 
DYNAMICS COMPETITION PRO 5000 
(normal) 

OFFER 13J0. RRP 14 96. T135H 

DYNAMICS COMPETITION PRO 
5000 (clear) 

The designer joystick with see-through 
body 

DYNAMICS COMPETITION PRO 5000 
(cieer) 

OFFER 14.00. RRP 15,95. T138H 



RECOM 
SOFTWA 



Order any of the highly 
recommended games 
below or any other 
fabulous, current 
software with our 
MEGACMOICE special 
offer facility (de- 
tails In box!). 

ALIEN SYNDROME case. The Edge 
OFFER 7.99. RRP 9.99. (90%) T 
Z070C 

ALIEN SYNDROME disk The Edge 
OFFER 9.99. RRP 1 1 99 (90%) t 
Z070D 

ARKAMOtD II (REVENGE OF DOH) 

cess imagine 

OFFER 7» RRP B 95. (89%). 
Z025C 

ARKANOID II (REVENGE OF DOM) 

dUk imagine 

OFFER 10\40. RRP 12 96. (89%), 
ZG250 

ATF cm. Ogital integrator 

OFFER 7.20. RRP S 95. (60%). 
Z034C 

ATF disk. Digital Integration 

OFFER 10.40 RRP 12.95, (60%), 

Z034D 
BARBARIAN * Palace 

OFFER 7 99. RRP 9.99. (96%). 

ZXXXC 

BEYOND THE ICC PALACE caae Elite 
OFFER 7.99. RRP 9 99. (78%). 
ZXXXC 

BE YON O THE ICE PALACE disk. EJrte 
OFFER 9.99. RRP 1 1 .99. (78%), 
ZXXXO 

BtONIC COMMANDOS case GO* 

OFFER 7.99. RRP 9.99. (90%) t 
Z061C 

BIONIC COMMANDOS disk GO* 

OFFER 9.99. RRP T l 99. (90%). 
Z061D 

BLACK LAMP case Firebird 
OFFER RRP 8.95, f78%) 
Z026C 

BLACK LAMP disk Firebird 

OFFER 11.96. RRP 1495. (78%), 
20260 

CARD SHARKS cesa. Accolade 
OFFER 7.95. RRP 9.95. (87%), 
Z035C 

CARD SHARKS disk. Accolade 

OFFER 11.96. RRP 14.95. 187%), 
ZQ3SO 

CYBERNOID caea. Hewson 

OFFER 7.99. RRP 9 99. (93%). 

zone 

CYBERNOID disk Hewson 

OFFER 11.99 RRP 14 99. (93%). 
Z036O 

DELUXE MONOPOLY co»i i 

Gemus 

OFFER 10*40. RRP 12 95. (73%). 
ZXXXC 

DELUXE MONOPOLY dlek. Leisure 
Genius 

OFFER 12.96. RRP 15 95. (73%), 
ZXXXD 

DAN DARE II caas Virgin Games 
OFFER 7.20, RRP 8,95. (83%), 
Z023C 

DAN DARE II disk. Wgin Games 
OFFER 10.40. RRP 1 2 95. (S3%), 
Z023D 

>E case. Incentive 
OFFER 7.96. RRP 9 95. (90%). 
ZXXXC 

>E disk. Incentive 
OFFER 10-40. RRP 12 95. (90%), 
ZXXXD 

ECHELON case Access/US Go*d 
OFFER 7.99 RRP 9.99. (61%), 
ZD65C 

ECHELON disk. AccessOJS Gold 
OFFER 11.99. RRP 14 99. (61%). 
Z085O 

EVERY SECOND COUNTS case. 

Domark 

OFFER 6-40 RRP 7.95. B5%). 
ZXXXC 

LYoaes Ocean 
OFFER 7.20. RRP 8 95. (79%). 
Z027C 




MENDED 
ARE 



ZZUPERSTORE 



LYSMk. Ocean 
OFFER 10.40 RRP 12 96.(79%). 
Z027D 

GAUNTLET II cm US Gdd 

OFFER 7.99, RHP MS, (81%). 
Z037C 

QAUNTLET II disk. US GoiQ 

OFFER 9.99. RRP 1 1 .99, (B 1 %), 

awe 

QRYZOR caii Ocean 

OFFER 7.20, RRP 8 95. f86%). 

2064C 
QRYZOR disk. Ocean 

OFFER 10.40, RRP 1? 96. (86%), 

£0640 

HAWKSYl cin Thalamus 

OFFER 7.99. RRP 9 99, (96%). 

ZXXXC 
KAWKfYl dtsk Thalamus 

OFFER 10.44. RRP IP 99. (96%), 

ZXXXD 

HERCULES cms, Gremlin Graphc* 
OFFER 7.99, RRP 9 99. (60%), 
ZXXXC 

HOPPIHQ MAD cw t EMe 

OFFER 7.99. RRP 9 99. (60%), 
ZXXXC 

HUNTWS MOON can, Thalamus 
OFFER 7.95. RRP 9.95. (92%|, 
Z051C 

HUNTWS MOON disk Thalamus 
OFFER 11.96, RRP 14 95. (92%). 
Z051D 

IKARI WARRIORS cass H < 

OFFER 7.96, RRP 9.95. 189%), 
ZQ33C 

MARI WARRIORS dl.k EUie 

OFFER 11.95 H RRP 14.95. (89%). 
20330 

MM O H M LI MISSION II cass US 

Oold 

OFFER 7.99. RRP 9.99. (96%). 
Z0MC 

IMPOSSIBLE MISSION II disk. 

Gold 

OFFER 11J». RRP 14 99. (96%), 
Z0660 

INFILTRATOR H cass. US GoW 

OFFER 7.99, RRP 9 99. {61 %>, 

Z0G0C 

INFILTRATOR II disk, US Gold 

OFFER 1 1 99 RRP 14 99. (61%). 

ZOflOO 

INTERNATIONAL SOCCER cm 

CRL 

OFFER 7.96 RRP 9.95, (86%), 
ZXXXC 

INTERNATIONAL SOCCER disk, CRL 

OFFER 11.96. RRP 14 95. (66%L 
ZXXXD 

LEGEND OF TMf SWORD disk R*ri 

Hrd 

OFFER 19.96. RRP 24.95. (87%), 
ZXXXD 

MAQMTROM cm, FiretnfO 
OFFER 7.20. RRP 8.95. (67%), 
Z036C 

MAONETRON disk Ftreb«rd 

OFFER 11.96. RRP 14.95. (67%), 
20360 

MARAUDER ens. Hewson 

OFFER 7.99. RRP 9.99. (66%), 

ZXXXC 
MARAUDS* disk, Hewson 

OFFER 11,99. RRP 14 99. (fl6%), 

ZXXXD 

MATCNDAY If cm. Ocean 

OFFER 7 .20. RRP 8 95. (90%), 
ZDB0C 

MINI-PUTT CM Accolade 

OFFER 7.96. RRP 9 95, (76%), 
Z039C 

MINi-WTT disk Accolade 

OFFER 11J6, RRP 14.95, (78%), 
Z039D 

NORTHSTAA cms. Gremfcn Graphics 
OFFER 7.99. RRP 9 99, (77%), 

ZD40C 

NORTHSTAR disk. Gramkn Graphics 

OFFER 11.99, RRP 14.99. (77%), 

Z0400 
0OPSI cm B< 9 Apple 

OFFER 7M. RRP 9 99. (75%), 

ZXXXC 
PACtAMD cm. Ouickatfva 

OFFER 7.96. RRP 9 95. (92%). 

Z041C 

PACLANO disk. Outckaiiva 

OFFER 11S6. RRP 14 95. (92%), 
Z041D 



PLATOON cm Ocean 

OFFER 7 96 RRP 9 95. (94%). 
Z031C 

PREDATOR CMS. ActivisW 

OFFER 7.99 RRP 9 99. (90%), 
Z026C 

PREDATOR dlik A, 

OFFER 11.99. RRP 14 99. (90%( f 

zone 

PROFESSIONAL BMX SIMULATOR 

cass, Codemasters 

OFFER X99. RRP 4.99. (76%). 
Z042C 

PROFESSIONAL BMX SIMULATOR 

dlak.Cotfemaai(KS 

OFFER 3.99. RRP 4 99. (76%). 
Z042D 

PROJECT STEALTH FtONTER disk. 

MicrDprooe 

OFFER 15,95. RRP 19 95. (96%), 
Z018D 

ROLLING THUNDER cm, US Gold 
OFFER 7.99, RRP 9 99, 176%), 
Z043C 

ROLUNO THUNDER disk. US Gold 
OFFER 9.99. RRP 1 1 99. (76%). 
Z043D 

SAMURAI WARRIOR ens, Firebird 
OFFER 7.20. RRP 8 95 H (91%), 
Z044C 

SAMURAI WARRIOR dlafc. Firebird 
OFFER 11.96. RRP 14 95 L (91%), 
Z044D 

SKATE CRAZY cass Gremlin Graphics 
OFFER 7.99. RRP 9 99. (66%), 
ZXXXC 

SKATS CRAZY dtofc. Gremlin Graphics 
OFFER 11.99. RRP 14 99. (86%). 
ZXXXD 

SKYFOX II cm. Electronic Arts 
OFFER 7J» RRP 9 95. (67%), 
2045C 

SKYFOX II disk. Electron*: Arts 
OFFER 11.95, RRP 14 95, |67%). 
Z0450 

SOKO-SAN disk. Mlrrorsoft 

OFFER 10.44. RRP i? 99 (B1%). 
Z024O 

SORCEROR LORD disk, PSS 

OFFER 11.99. RRP 14 99. (85%) t 
Z0S3O 

STEALTH MISSION disk. subLOGlC 
OFFER 15.96. RRP 19 95. (89%), 
Z046D 

STRMWLUT dUk Electronic Arts 
OFFER 11.96. RRP 14 95 r (96%), 
Z020D 

target RENEGADE csss imagine 

OFFER 120 RRP 8 95. (84%) 
Z067C 

tarost RINEOAOE disk imag*e 

OFFER 10,40, RRP 12 95. (84%), 

Z067D 
TASK III cass DntaDyfa 

OFFER 7.96 RRP 9 95. (77%). 

Z047C 
TASK M disk. Databyte 

OFFER 11,96- RRP 14 95. (77%), 

Z047D 

THE CHERNOBYL SYNDROME ens, 

US Gold 

OFFER 7.99. RRP 9 99. (68%). 
2048C 

THE CHERNOBYL SYNDROMS disk 

USGoti 

OFFER 9 99 RRP 1 1 99. BU 
2046D 

THE QAMSS - WINTSR EDITION 

can Epyi 

OFFER 7.99. RRP 9 99. (76%), 
ZXXXC 

THE GAMES - WINTER EDITION 

dWLEpy* 

OFFER 11.96 RRP 14 95.(76%). 

ZXXXD 

THE GREAT OIANA SISTERS < 

GOt 

OFFER 7.99. RRP 9 99. (96%). 
Z062C 

THE GREAT OIANA SISTERS dls 

GO! 

OFFER 9.99. RRP 1 1 .99. (96%) 
20820 

THE HUNT FOR RED OCTOf 

Grand Slam 

OFFER 11.96 RRP 14 95. (61%), 
Z049C 

THE HUNT FOR RED OCTOBER disk 

Grand Slam 

OFFER 16.96. RRP 19 95. (81%), 
Z049O 

THE TRAIN can. Electronic Arts 
OFFER 7.96. RRP 9 95. (87%), 

zaaic 

RAM disk Electron* Arts 
OFFER 11,95. RRP 14,95. (87%J. 
20210 



Databyta 
OFFER 7.96. RRP 9.95. (87%). 
Z022C 

i. Datable 
OFFER 11.96 RRP 14 95 (87%), 
ZOWO 

VENOM STRIKES BACK cass Grem- 
lin Graphics 

OFFER 7.99 RRP 9 99- (70%) 

2069C 

VENOM STRIKES BACK disk. Gremlin 

Graphics 

OFFER 11.99. RRP 14 99, (70%). 
2069O 

4TH A INCHES cm Accolade 
OFFER 7.99 r RRP 9.99. f90%(, 
2019C 

4TH S INCHES disk. Accolade 

OFFER 1 1 .99. RRP 1 4 99, (90%), 
201 AO 



ADVENTURES 

BORDERZOHE C128 disk, rnfocom 
OFFER 15.96, RRP 19 95. (84%), 
2056D 

DUAVUdlsk.MindKcape 

OFFER 11,96 RRP 14 95. 01 %|. 
Z056D 

INTRIGUE disk. W rriyso't 

OFFER 10.44. RRP 12 99. (S3%) 4 
ZXXXD 

JACK THE RIPPER cm. CRL 

OFFER 7.96, RRP 9», (76%). 
Z059C 

JACK THE RIPPER disk C*L 

OFFER 11,95. RRP 14.95.(78%), 

Z059O 
JtNXTER disk. Ra*nb*d 

OFFER 16*. RRP 19 95. (83%). 

Z057D 
SHERLOCK disk, infoccm 

OFFER 15-96 RRP 19 95 (81%), 

Z052D 

SKEOPOOL cass. Top Ten Sort war* 
OFFER 1.99. 149%). Z055C 

TMMI AND MAQK me, Level Nine 
OFFER 1 1 .96. RRP 1 4 95. (68%), 
ZO80C 

TIME AND MAGUK disk. Levet Nine 
OFFER 15.96. RRP 19 95, (66%), 
Z0680 

WEREWOLF SIMULATOR CM. Tog 

Ten Software 

OFFER 1.99. 156%) Z054C 
WOLFMAN cm. CRL 

OFFER 7.95 RRP 9 95, (79%). 
Z053C 



STRATEGY 

QEMSTONE HEALER disk. SS> 

OFFER 15.99 RRP 19 99. (80%). 
ZXXX0 

PANZER ORINADIERS disk. SSl 

OFFER 15.99- RRP 19 99. (81%) 
ZXXXD 



BUDGET 

BRAINSTORM case Ftretwd 

RRP 1.99 (94%), ZXXXC 
BRUCE LEE case. Amencana 

RRP 1.99. (92%|. ZXXXC 
POLTERGEIST cm Code Masters 

RRP 1.99. 166%). ZXXXC 
STORM BRtNQER cm. MAD 

RRP 2.99. (70%). ZXXXC 
TANGENT can TheM>croSe*tction 

RRP 2.90, (61%). ZXXXC 



BUDGET 
RANGE 

ORDER FOUR GAMES IN THE ClM 
RANGE AND PA Y FOR THREE (£3.9? 
PAYMENT TOTAL} -A SAVING OF 

ffJM 

ORDER FOUR GAMES IN THE £2.99 
RANGE AND PA Y FOR THREE rTS.07 
PA YMENT TOTAL) - A SAVING OF 
£2-90? 

JUST FILL IN THE NAME AND PUB- 
LISHER OF THE FOUR GAMES 
REQUIRED AND THE PAYMENT 
TOTAL OF C5 97/Ca.97 (DQNT USE 
THE OFFER PRICE TABLE) 



IE MEGA 
CHOICE: 

APART FROM OUR HIGHL Y RECOM- 
MENDED GAMES LIST, YOU CAN 
ORDER AMY OAME RELEASED BY 
THE MAJOR SOFTWARE HOUSES TO 
DATE ON CASSETTE OR DISK 

OUR OFFER PRICES ARE VALID FOR 
ANY FULL-PRICED GAMES AND 
INCLUDE FIRST CLASS POSTAGE 
AND PACKING - NO OTHER EXTRA 
CHARGES 

LOOK UP THE PRICE OF EACH GAME 
IN THE OFFER TABLE, ENTER THE 
OFFER PRICES ON THE ORDER 
COUPON THEN ADD THEM UP. 
ORDERS FOR TITLES WHICH ARE NO 
LONGER IN DrS TRI8UVON WILL BE 
RETURNED. 

YOU WILL BE REGULARL Y NOTIFIED 
OF ANY DELA YS CAUSED BY LATE 
RELEASES 

SOFTWARE OFFER 
PRICE TABLE 



RRP 


OFFER 


SAVE 


4.99 


3.99 


1.00 


5.95 


4.74 


1.20 


7.95 


6.40 


1.55 


7.99 


6.44 


1.55 


8.95 


7.20 


1.75 


8.99 


7.24 


1.75 


9.95 


7.95 


2.00 


9.99 


7.99 


2.00 


11.99 


9.99 


2.00 


12.95 


10.40 


2.55 


12.99 


1044 


2.55 


14.95 


11.95 


3.00 


14.99 


11.99 


3.00 


19.95 


15.95 


4.00 


19.99 


15.99 


4.00 


23.00 


18.40 


4.60 


24.95 


19.95 


5.00 


28.95 


23.15 


5.80 


29.95 


23.95 


6.00 


34.95 


27.95 


7.00 



HOW TO ORDER: 

WRITE REQUIRED QAMEfSI ON 
ORDER LIST. INCLUDING MEDIA 
TYPE AND ORDER COOE (WHERE 

LISTED/. 

IF OFFER PRICE NOT INDI- 
CATED, CHECK IN AD OR REVIEW FOR 
CORRECT RECOMMENDED RETAIL 
PRICE (RRP). 

LOOK UPSPECIAL OFFER PRICE AND 
WRITE ON ORDER FORM. 
ADD UP TOTAL AND ENCLOSE 
CHEQUE OR POSTAL ORDER OR 
ALTERNA TJVEL Y USE ACCESS/VISA 
FACILITY (DOfVT FORGET TO INDI- 
CATE EXPIRY DATE& 
HE MEMBER 

GAMES ORDERS REQUIRE ORDER 
CODE OR MEDIA TYPE AND COM- 
PUTER GARMENT ORDERS ORDER 
CODE OR GARMENT SiZE, HARD- 
WARE ORDERS ORDER COOE. 
INCOMPLETE ORDER FORMS WILL 
BE RETURNED. 

PLEASE RING fOflWJ 0620 0 W 
DOUBT1 

PRKMS VALID FOR UfUWIRE/ 
MUROM ONLY, 

FOR OVERSEAS ORDERS PLEASE 
ADO M.00 PER ITEM FOR AIR I 
DELTVWRY 



DELIVERY: 

NOT ALL LISTED PRODUCTS WILL 
HA VE BEEN RELEASED A T PRESS 
TIME 

GOODS WILL BE DESPA TCHED AS 
SOON AS POSSIBLE. CUSTOMERS 
WIL t BE INFORMED OF ANY LONG 
DELAYS. 





SUBS OFFE 



An absolutely free EUROMAX JOY STAR 
joystick worth £9.95 Is waiting for every 
reader who decides to subscribe to 
ZZAPI64 for twelve great issues. Yes, If 
you act now, we will send you this superb 
EUROMAX microswitch-action joystick 
as an amazing subscription gift. It will 
provide you with excellent service and 
give you control over the most hairy con- 
ditions you're ever going to encounter in 
modern computer gamesmanship. Join 
our subscription list now and grab hold 
of your future games destiny . . . 



The EUROMAX JOY STAR is 

an excellent microswttch- 
action joystick featuring preci- 
sion top and front fire buttons 
and Auto Fire. It can be oper- 
ated handheld or can be 
mounted on the table via vice- 
grip suction cups. 






CK NUMBERS 



BACKISSUES'BACKISSUES'BKIt 
BACKISSUES'BACKISSUES'BiKIS 
BACKISSUES'BACKISSUES'BKIS 



No 4 Auouit 1988 
Ho 5 Sopttmbo* 1988 
Ho 0 December 10ft5 



Ho 12 April 1i 

11 6 pages' n*v* Sutton* 1985 ZZAP' Reed 
era Award's Reruns' Mrxismear Preview! 
W»*0 Sounds from your 54 ■ Data* Bgtirum 
AND Sound Sampler reviewed 1 ZZAPBACK! 

Mo*e fabulous Ccropunei «*' 

Ho 13 May 1986 

116 oagts! Mar Ego Gold Modal' Two 
Szziersi The Dairy LWna - Dwry of Minted 
utocom Inlerwew Pan 1 ' Palace Software 
miennew' Mndsmaa" CorJesscn' ZZAP- 
BACK 1 irnag»no Interview' **** for issues 1 
12* 

No M June 1960 

124 pages' Spinrtoy Gc*j Medal* S0< 
Supers* imocom interview Peri 2* Sieve 
Evans interview* 

He If July 1888 

1 24 pages 1 Leader Board Goto Medal' FOUR 
StufonV ftidgei Reviews Bonanza' 
Eurama* s Mouae and Cheese* Mote Dary 
U*me . Mnior Oary CRL Prev*ews1 



No 10 August 1886 

1 1 6 pages 1 four Suite's' Controversy* Mus* 
oan 5 Btfi mierww' WJcom An Package 
Renewed* OaiVUerna M»ntef Owy* ZZAP 
BACK Terminal Man Fmal Ep-sodtr 1 



No 17 SopUmbor 1886 

1 24 pages 1 TWO Goto Meow* QhOAWOob* 
bnsf GAC* FTVE Szzlers' The Musician's Othe* 
Bai - Commodore s Muse Ejpanwn Sys- 
tem Rewewed! Doily Uama - Conckjson of 
the Mmter Oaryt Masterttasier nit Software 
CoDes Speca 1 LW> Mate Pievew 1 
ZZAPS1KX Chris Butler m ervewed' ZZAP ■ 
BACK* 

MO 18 October 1966 

1 1 6 pages' FIVE StotenV Two Readers Battle 
m the CfteJenge! Greg Bamctt interviewed' 
More Compunet art 1 



Ho 19 November 11 

148 pages 1 Wono Game* Go*d Matt!' FfVE 
S*Wi' De*ta Four interview* ZZAPSTCK 1 
John TwKWy Interview* ZZAPBACK' 



Ho 20 December 1986 

1 80 pages' TWO GoU Medals' The Sentinel 
BoulderdashS«W FiretMd s WxJous 
Microrhvlnm Drum Kit rewwed' 



No 21 Xmii Spociel 1988/87 

1 96 pages' ONE Suzter* Denton Dt»gns 
Rwsrted' Desert island 5.25 M RocMcxd s 
flowJ'Utf Tamara Kngw - Part i 1 ZZAP 1 
Scrapbooki page 202' 



No 23 M.txh 1967 

1 10 pages' TWO Supers' Portal Review! 
Sanscto Software interviewed* t966ZZAPt 
rtoodor s Awards necuHgl The Andrew 
Braybrook 0*ry ■ Mental Pwaefeon Part v 



of Co*> 



No 24 April 1W7 

1 16 pe^sa ' ONE Sazler* SIX 
Op Reviews! Jarratl pins' 



1M7 

1 32 pages! Over Fifty Pages o* Reviews 1 
FIVE Sorters' Kete Lne Profile' 



No 25 May 1067 

i 16 pages' An Almost Full-Colour Issue' 
TWO S^ters* CnjoaJ Ccrrptotons Comoan* 
son 1 Fantastc 0* Frey Puf-Oui Poster 
Imoosstoto Mtsvcm Past Efester' mrta* for 

issues 13-24' 

Ho 26 June 1987 

100 pages PLUS SAMPLER CASSETTE' 
TWOStalers' ZZAPBACK! TTie Termnaf Man 
H'Eo*so<tei'Al^chh*ujreGuKteToDouoW£ 
Adams' Omk's Cutty Tale* 

Ho 27 July 1987 

1 16 pages' THREE StfUere* Arcades 
Analysed' Ph*ppe Irving' s Manoeuvres * The 
Beginning! The r^enrjo Console! American 

Footbaf Hound-Upi 



No 28 Auouit 1087 

116 pages' Penn teeves ONE GcM Medrf 
MeedOve* Meets' THREE S*J2VHs'bvywomo 
Scenes o* the Lwng Deyightsi The Mm Office 
IP The Zzaptcmnaire Results' ZZAP 1 16 - The 
ciescrutrfwaatf 



1 24 pages Brennan begins* £WE Gold 
Medal! Caltornia G»r«' FOUR Sozlers'The 
Sega Como*^ The End of Tamara Knghr' 
ZZAPBACK' Raster interrupts De-Mv5?<tod 



No 30 October 1987 

1 32 popes ONE Gok3 Mectf Butibto BobtW 
T>HREE Stzztors' THREE S*lver Medals' Tr» 
Advanced OCPAriStudKy Mental Procrea 
t>on The End of the Lre> Mel Croucner and 
PBM Tr* bvjgw»ngt A/ced« AnaV^ed' 
Rrst Pan of Shoot em Up Htstorv* 



No 31 November 1887 

148 pages* THREE &z*lerv F,nai Pan of 
Shoot 'em Up Hislory Accolade s Corner* 

FtPG's Scrutincseo* Comrjei Zone' Mcto- 

pttse Feature Ub* s Muse 4 



18*7 

164 pages' THREE Gott Meoate 1 THREE 
Sorters' 1 6 Dfl SpacW Predator F*n 
E^pcW PCW Show Report' 



Ho 33 Xmii 8pect>l 1887/88 (Jen- 
uenr1888) 

196 pages 1 EIGHT Sorters' A Day At The 
Arcades' Crucial Comptations! Cover Arv 
Fatxious G*anl Poster' A Muscrf interlude A 
Serobte Guide To Ccmtructon- 





ORDER 
FORM 



AMS 



I want to subscribe to 1 2 Issues of ZZAP&4 and receive 
my tree JOYSTAR joystick. 

K I've already got a ZZAP! 64 subscription, and It la run- 
ning out soon I extend It for a further twelve issues - and 
still get my free JOYSTAR joystick. 
If I am a current subscriber, but do not wish to extend 
my subscription, I can still get a JOYSTAR joystick for 
an amazing £7.95 - a special subscribers discount 
price. 

Please tick the appropriate box: 

□ I enclose £18.00 for ■ new ZZAPT64 subscription 
mainland UK 

□ I enclose £25.00 for s new ZZAP164 subscription 
outside mainland UK - surface mall 

□ I enclose £38.00 for a new ZZAPI64 subscription 
outside Europe - Air mail 

□ I enclose £7.95 for the special subscriber JOYSTAR 
joystick offer. 
I am a new subscriber 

I am an existing subscriber. My subscription 
number Is 



O 



Please extend my subscription starting with Issue 
No: 



EARLY WARNING: 

W you wish your sub to commence with Issue 41, we 
must receive your coupon no later than 20th Jury 1 968. 

Please allow 28 days for your free gift 



ZZUPERSTORE 



The Special Software Discount Offer Prices only apply to 
recommended retail prices for software, not to already high- 
lighted, discounted special offers, hardware and other 
goodies. No other discounts may be applied. 



__ 3ACKI; 

AWSSUES'BACKISSUES'BACKISSUES'BACKIl 
AMSSUES'BACKISSUES'BACKISSUES'BACKIi 



m psgM FOUR steam I lying Tortdtf 
Predator Pjt-Oui Poelef A SenabW Gude 
TO Conslrucicn Pari lit Amga Acton' GMnyt ' 
ResurtD' 



Mo ST Stay 

1 16 pagetl THREE Stutersi 16 page ZZAP 
TIPS KCGA-SPECIAL' Met Croud** W* 
•MO the future of the software rousiry' Amiga 
Acicnf Walker's Way Pan 21 



116 page*! ONE Gold MadaH ONE Scaen 
Another Day At The Arcade* Pan lit' Vaten- 
me'9 Day Put-Out Portar" The Future Ol 
Computers- A toe* at Sci-FiRrns 1 Electron*: 
Imagiry - Dlgssf Pictures Mervtew* 



1 16 pages! ONE Gotd Meoal 1 ONE Stater* 
Amiga Action! Walker's Way Part 3! ZZAP* 
Mega-lridsx' Another Crucial CompiaUon 
Corrpenaont Met Crouchor'a Hack To The 
Future Pari 2t Budget Teat! 



116pagj«' TWO Suiters' 16 page Amga 
wWemerii ZZAP 1 Reader 5 Awards 
Results' WafcerS Way New Diary otaGamo 
seres! Budget Teal 1 



' 06 DogeB' ONE GofcJ Medal' ONE StLder 1 1 6 
page Arcada supplement 1 Met Croucner'a 

Future Or The Software mauatryi Budget 
Binge* Walker's Way Pan 4! Amiga Acton 1 
ZZapveasMcro p roaaj l 



NORMAL BACK ISSUES CI .20 (lndusrv-e P8P) 

XMAS SPECIALS C1 96 (Inclusive P4P) 

OVERSEAS PLEASE ADO C0.80 TO ABOVE PRCES 

SPECIAL QUANTITY DISCOUNT: 

OOer any tour Issues and knock 40p off the TOTAL COST 

Order any five Issues and Knock 20p ofl EACH ITEM. 



Please supply the following BACK NUMBERS (Circle 
required Items): 



4 5 

10 20 
20 30 



21 
31 



12 13 
22 23 
32 33 



14 
24 
34 



15 
25 
36 



16 
26 

37 



17 18 
27 28 
38 30 



LsUUc 


IftzM 
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PRICE 
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ORDER TOTAL 
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MY COMPUTER IS: 

Please use BLOCK CAPITALS 

Name ^ » „ 

AOCJrCSS „ unuuiMiMtiit^tmmflhMin >ft#w*M *t 

'""""»" « t - 1 " *tf iH l UtU t l| l *a V * l f nMU at snrti i ij 1 1 

»* 1 * 4 * " 4 **** ™* WmH.| W H* ( .|.f. t ,Mtf H l ltt uiMMH i a. ****+™ Htl * » 

~ ™ POStCOde .,...aan«i 



Please make cheques/postal orders payable lo ZZAP! li is best to avoid send~ 
tng cash payments. Please DO NOT enclose ANY order with mail !o the EDfTO- 
RIAL side of the magazine as this wtl result n DELAYS 1 Send your orders to 
the address below 



□ I enclose a cfteque/p □ (or£ 

□ I wish to pay by VISA/ ACCESS {Delete as appropriate) 
Please debrt my VISA/ACCESS ACCOUNT £ 
Please charge my account No: 



Exptfy Dale 



Signature 



Access 




VISA 



SEND THIS FORM TO 

ZZAP! ZZUPERSTORE, PO BOX 20, 
LUDLOW, SHROPSHIRE SY8 1DB 



Gordon and Paul sit down in front of an elderly monitor, pour out a 
couple of pints of Chateau de Chasolais and blow the dust off 
the games that were big news way back in ZZAPi Issue 15 

(July of 1966, would you believe!) 




I! ■ 

HookMbimy 97% 

LVufcb ' tm ***** to * to 




LEADERBOARD 

US Gold/Access 



Smart 3D graphics, realistic sound 
effects and a wealth of payability 
made this the first good golfing 



simulation. In tact, so impressive 
was it that the team had no choice 
but to award it a Gold Medal. Not 



Ovtrmlt 97% 



being a golfer himself, Paul was 
pleased (o find it 'a great game for 
everyone 1 . Julian, meanwhile, held 
forth on the game's 'Incredible 
realism', while Gazza P drew 
attention to the game's style, 
which he said, * makes all other golf 
simulations look clumsy and anti- 
quated In comparison. ' 



The revolutionary 3D approach 
and comfortable control method 
made Leaderboard the most play- 
able golf game by far and kept me 
glued to the screen lor several 
Into-the-mght rounds. I would cer- 
tainly recommend anyone who 
doesn't have the game to buy It or 
one of the revised versions (which 
are even better). 
PG 

There was nothing to compare 
with this when it first arrived, and 
even now it's pretty good* How- 
ever, World Class Leaderboard is 
by far the best of the subsequent 
series, and easily outclasses it 
graphically. 
GH 

(Paul) The only alteration I would 
make to the ratings would be to 
knock the graphics mark up to 
about 92% - they give an unsur- 
passed feeling of being there. The 
Gold Medal was justly deserved - 
the game is a classic and set new 
standards in sports simulations. 

(Gordon) Presentation, graphics, 
hook and lastability remain the 
same, but the rest down by 10% 
each. Good, but the sequels are 
better. 



BOULDERDASH III 

First Star 




Griphtcj 73 \ 



Ch* lV^"*' & day. U» 

****** 4h^a «x* 



HoakMt>Wty93% M 



Uit Mbtltt y 93 S 



vstur For Money MS V 

Ovru// 93% 



I 





Although the learn bemoaned the 
overall similarity to Its predeces- 
sors, they couldn't deny that this 
instalment in the Rockford saga 
provided more than a fair amount 



of enjoyment for Boulderdash jun- 
kies', to use Gary Liddon's words. 
Penn sounded similarly satisfied 
when he stated, 1 1 enjoyed playing 
Boulderdash lit . Jaz wasn't quite 



ao inhibited and let the world know 
that he found the game 'horribly 
difficult/ and 'amazingly addic- 
tive'. 

Though this wasn't the best of the 
bunch, the blend of arcade adven- 
ture and puzzle is as good as It 
ever was. It's a shame that First 
Star only chose to change the 
graphics, but then I suppose it's 
difficult to improve on such a good 
format. 
PG 

After the original pair, this was a bit 
of a disappointment. Brilliantly 
addictive, but you'd seen it all 
before in a different disguise. Even 
though the puzzles were better, 
because it lacked originality it was 
the worst of the four, 
GH 

(Paul) The ratings were fine with 
the exception of value for money, 
which was over-rated considering 
the tact that the game amounted 
to Ifttle more than a set of extra 
screens. Still, Boulderdash III 
offers plenty of entertainment to 
Rockford lans, and H you number 
yourself among these you would 
do well to keep an eye out for it in 
the bargain bins. 

(Gordon) I'd go along with that - 
value should come down a long 
way now that the first two are avail- 
able at budget price- 



SLAM BALL 

Americana 



The third of Americana's hat-trick 
of sizzling re-releases was a pin- 
ball game, remarkable in the 
respect that it made use of a three 
screen scrolling table in a mons- 



r 
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SENTINEL 

Americana 



Another budget sizzler from 
Americana, this time a 3D space 
shoot 'em up in the Star Raiders 
mould. Techno-beast. Gary Ud- 
don drew attention to the game 
being 'technically polished' and 
marvelled at the 'excellent 
effects', while Gary Penn found 
that "the atmosphere and pace 
certainly get the adrenalin flow- 
ing'. Julian commented that he 
found the game, 'highly playable 
and very challenging (especially 
on the higher levels).' 

It's surprising that even now the 
very elderly Sentinel is still proba- 
bly the best game of its type on the 
64. and subsequent releases in the 
same vein tailed to match it for 
playabilrty and value for money. 
PG 





This is easily the most playable 
Star Raiders type game on the 64 
- I've been playing It on and off for 
a couple of years (I missed out on 
the full-price version) and still 
haven't got bored with it. It's got a 
great atmosphere and multiple 



difficulty levels: if you see it , buy It! 
GH 

(Paul) Graphics aren't so impres- 
sive now, so I would put that mark 
down to around 80%. The rest of 
the ratings are fine, and Sentinel is 



as worthy a purchase now as it 
was then. 

(Gordon) All the marks are fine 
apart from graphics, which should 
come down to mid 70s, It leaves 
similar games standing. 



HES GAMES 



Americana 



Hes Games was the onginal title o( 
this golden-oldie sports sim, 
released on the Americana label as 
Go For The Gold. Its six well 
implemented events at a remarka- 
ble knock-down price made ft an 
instant hit amongst the ZZAP! 
team. Mr Rignall described the 
game as 'highly playable and 
addictive 1 while Gary Penn men- 
tioned that this was 'an extremely 
classy sports simulation'; Paul 
Sumner took time off from his 
Archery practice to call it 'a great 



ter's stomach. Unfazed by the 
unusual scenario, the team got 
down to some serious flipper- 
bashing. 'What a brrlliant game! 1 
ejaculated Mr Rignall. who went 
on to comment on its aesthetic 
shortcomings being offset by 
'pure payability/ Gary Penn con- 
sidered it 'a fine pinball game with 
some unusual additions and Gary 



package at a ludicrous price/ 

Although I wasn't that keen on the 
joystick- waggling running events, 
the rest of the package consisted 
of some really great interpreta- 
tions of the subject sports. Of 
course, the budget price only 
added to the pleasure. 
PG 

This is still an excellent sports 
simulation, and the cassette mul- 
tiload isn't loo intrusive - one of 
the best features is that you can 
play any event at any time! All the 
sports featured are brilliantly 
Implemented, and for the price it's 
hard to beat even now. 
GH 
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Uddon's praise amounted to the 
phrase 'the best game I've played 
forages.' 

The unusual scenario and scrolling 
table made Slamball \ust that Utile 
bit more Interesting to play than 
most pinball games, and I was 
hooked for weeks. With no real 
developments of the pinball 
game- style having been made 
since then, Slamball is still as fresh 
now as it was back in 1 986 
PG 

The only slight problem I had with 
this otherwise superb pinball 
interpretation was that tt was a Ut- 
ile easy! The graphics weren't up 



lo much but every other aspect 
made it simply the best pinball 
game around. Cute and very 
addictrve. It's worth every penny. 
GH 

(Paul) Hookabittty down by, say. 
10%, because the poor looks were 
initially off-putting, and the rest ol 
the ratings all down to around the 
90% mark. Slambalfs extraordi- 
nary payability might still scrape It 
a Silver Medal. 

(Gordon) I'd definitely give it a 
Silver Medal 1 All the marks should 
come down by 5% or so, but it's 
still highly recommended. 



(Paul) Most people would only be 
able to play the cassette version of 
this, so I would take the presenta- 
tion and hookability ratings down 
to about 83% because of the slow 
multlload. The Epyx games beal 
Go For the Gold on the graphics 
and sound fronts, but on price and 
playabitity, this could still hold its 
own on anyone's software shelf, 

(Gordon) Presentation down to 
90%, graphics, hook and lastabil- 
ity down by 5% each, sound down 
to 70%, and value and overall 
down by a couple of marks, it's 
stood the lest of time verywall . . . 
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AUGUST 1 988 



GAMES TOP 30 lh 




1 (2) CALIFORNIA GAMES 

Epyx 

2 (1) SHOOT 'EM UP 

CONSTRUCTION KIT 

Outlaw 

3 (4) BUBBLE BOBBLE 

Firebird 

4 (8) PROJECT STEALTH 

FIGHTER 

Mlcroprose 

5 (3) PLATOON 

Ocean 

6 (6) BUGGY BOY 

Bile 

7 (7) INTERNATIONAL KARATE + 

System 3 

8 (10) WIZBALL 

Ocean 

9 (9) CYBERNOID 

Hewson 

10 (5) NEBULUS 

Hewson 



11 (11) IO 

Firebird 

12(72) KIKSTART II 

Mastertronlc 

13 (17) IKARI WARRIORS 

Elite 

14 (15) DRILLER 

Incentive 

15(14) STRIKE FLEET 

Electronic Arts/Lucasfilm 

16(29) TARGET RENEGADE 

Ocean 

17(16) ZYBEX 

Zeppelin 

18 (13) HUNTER'S MOON 

Thalamus 

19(19) WORLD GAMES 

Epyx 

20 (20) 4TH & INCHES 

US Gold 



21 (30) PAC-LAND 

Qulcksilva 

22 (23) SKATE OR DIE 

Electronic Arts 

23 (26) MATCHDAY II 

Ocean 

24(21) WORLD CLASS 
LEADERBOARD 

US Gold/Access 

25 (24) GUNSHIP 

Mlcroprose 

26 (25) DEFENDER OF THE CROWN 

MirrorsoW 

27(27) GAUNTLET II 

US Gold 

28 (22) BATTLE VALLEY 

Rack-H 

29(18) ARCADE CLASSICS 

Rrebird 

30 (28) ZYNAPS 

Hewson 



• ■ 
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B^MUSIC TOP W/l 



1 w DELTA 

Thalamus 

Mam Theme - Rob Hubbard 

2 «J SKATE OR DIE 

Electronic Arts 

Title Tune - Rob Hubbard 

3 (2) BMX KIDZ 

Hrabtrd 

Title Tune - Rob Hubbard 

4 (5) DRILLER 

Incentive 

Main Theme - Matl Gray 

5 (9) WIZBALL 

Ocean 

Main Theme - Martin GaJway 

6 (3) ARCADE CLASSICS 

Firebtrd 

Main Theme - Bob Hubbard 

7 (6) TETRIS 

Mirrorsoft 

Main Theme - Hagar 

8 (7) INTERNATIONAL KARATE + 

System 3 

Title Tune - Rob Hubbard 

9 (10) I BALL 

Firebird 

Mam Theme - Rob Hubbard 

10 (8) SANXION 

Thalamus 

Loading Music - Rob Hubbard 



j /COIN-OP TOP 1 0ji 



NDE0T0P10// 

1 (2) ALIENS 

2 (6) BLADE RUNNER 
Z(-) FERRIS BUELLER'S DAY OFF 
A(-) BEVERLY HILLS COP II 

5 (3) PLATOON 

6 (A) A NIGHTMARE ON ELM STREET III 

7 (5) THE FLY 

8 (7) HAMBURGER HILL 
9(-; THOMAS THE TANK ENGINE 
10 (-) LITTLE SHOP OF HORRORS 




NAME MY FAVOURITE PIECE 

ADDRESS OF 64 MUSIC IS: 



POSTCODE 



MY TOP FIVE GAMES 
ARE; 

1: 
2 
3 



MY FAVOURITE ARCADE 
GAME IS: 



MY FAVOURITE VIDEO 

IS: 



T-SHIRT SIZE: 
MEDIUM/LARGE 



SEND TOZZAP! CHARTS. ZZAPt TOWE RS. 
PO BOX 10, LUDtOW. SHROPSHIRE, SVB 
I OB 





The thunderous world of 
destruction .... the ultimate race 

against death, Roadblasters 
delivers all the gripping action and 
high speed thrills of the arcade 
spectacular. 




CBM 64/128 

sssat - mm 

SPECTRUM 48/128K 

£8591 

SPECTRUM +3 

£12£9d 



T.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7 AX. Tel: 021 356 3388. 





COMP 




AND WIN A PORTABLE CD PLAYER, A COPY OF DARK SDE k OF THE MOON AND £50 
WORTH OF CD TOKENS WITH INCENTIVE! 




IAPETUS 
REGULUS 
UMBRIEL 
PROCYON 
TRICUSPID 
TRITON 
SPHINX 
TELEPOD 
PLEXOR 
ZEPHYR 



Cheers resounded throughout the ZZAP! office when those happy chaps 
at Incentive announced that they had finished work on the sequel to their 
Freescape (TM) hit Driller. This instalment in the saga goes by the name 
of Dark S/cte and we at ZZAP! thought so highly of the game that we had 
no option but to continue the tradition started by its predecessor, and 
award it a Slzzler. 

Well, Ian Andrew, Big Cheese at Incentive, was so chuffed at his 
game's success that he decided to celebrate with a competition. But 
what could he give away? The answer leapt straight into Glenys* head- 
a copy of Pink Floyd's Dark Side of the Moon\ Yeah . . . Well ... Not a 
particularly impressive prize on its o^m, unless you're an evergreen hippy 
like Miss Powell, so we thought, why not make it a copy of this classic 
album on compact disc and bundle it with one of those Impress your 
friends, out-groove your enemies' portable compact disc players? Just 
so you can choose some of your own music, we're including a wad of CO 
tokens worth £50! Yeah, that's more like it! 

In case you aren't the lucky person who has his/her name drawn out 
of the Z2AP! cake tin on August 1 5th, you can keep your hopes high for 
one of the 25 runners-up prizes. These will be Incentive goodie bags, 
containing posters, key-rings and lots of other Incentive gear which is not 
available in High Street shops anywhere. 

'So, what do I have to do? 1 is what you're all saying, OK then, check 
out the word-square on this page. Somewhere in that mish-mash of let- 
ters are ten cunningly hidden Dark Side words, which we have been 
genial enough to list. All you have to do (goodness, this is easy), is 
scrutinise the word-square, looking for the ten words which run upwards, 
downwards, diagonally and even back-to-front, then mark them on the 
square (or a photocopied facsimile), cut it out and send it to-o-o-o-o: 

TAKE A WALK ON THE DARK SIDE COMP, 
ZZAP! TOWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY8 1DB. 
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NOW 
TAKEN 



DEPT Z4 
CASTLE HOUSE 
11 NEWCASTLE STREET 
BURSLEM 
STOKE ON TRENT 

TEL: 0782 575043 



SALE 



SALE 



SALE 



SALE 



SALE 



3.95 
3.95 
7.50 
750 
750 
750 
7.50 



SALE C64 CASSETTES 

Gothic 6.50 

Karnov 650 

Vixen 

Knightmare 

Indiana Jones ... 

Power at Sea 

The Train ,.,„..,„, 

Apollo 16 

lest Drive 

Skate or Die 

K) (Firebird) 

Roadflunnef 

Bangkok Knights 

Black Lamp 

Johnny Reb 2 .... 

Dan Dare 2 

Brave Starr 

Rolling Thunder 

Arkanoid2 

Venom Strikes Bac 

Gutz 6.50 

Targel Renagade ... 6.50 

Platoon 6.75 

Legions of Death 3.95 

6.75 

6.75 



3.95 
3.95 
6.75 
2.99 
6.99 




SiOearms 6.99 

Live Ammo 

Airttoume Ranger ,. 
AoV Tachcai Fighter 

Tenamex ..... 6.95 

Victory Road 6.50 

Risk 4.99 

Traz .._ 6 99 

Andy Capp 8.7S 

Garfield 6.75 

Gunship 10.50 

Killed Until Dead 3.95 

Evening Star 6.50 



DarV Castle 

Bionic Commandos 

Super Hang On 

Bismark „. 

4th and Inches 

Star Wars 

Stealth Fignter 



6.99 
6.99 
... 6.99 
6.75 
10.50 
II 6.99 
Through the Trap Door 2.99 



6.99 
6.99 



Shackled 
Road 

Wizard War? 
Pink Panther 

Quartet 

Samurai Warr 
Supersprint . 
Championship 
Captain America 
Hying Shark 
Shoot 'Em Up Con Kit 10.00 

Pacland 6.75 

Thunflercats 6.75 

Buggy Boy 6.75 

W Class L Board 6.75 




Sprint 



2.99 
6.99 
2.99 
2.99 
3.95 
6.75 



********** 

* * 

* « * 

* LAST NIHJA * 

* Our price £6.99 

* MEGA OFFER * 

* * 



Shadows of Mordor 3.99 
Eye 2.99 

iotvesod 2.50 

Falcori RnagadflUnlZM 

On the Trtes 2.99 

President t.99 

Out of this World 259 

SidewKe 2.99 

Snap Dragon 2.99 

Rampartl 2.99 

Malchday 2 4.95 

The Sidney Affair 2.99 

Star Raiders II 2.99 

MAC.H 2.99 

Tracker 4.95 

instant Music 7.50 

Last Mission 2-99 

Mandroid 2.99 

Target Renagade 6.50 

Zaxxon 1.99 

Yes Prime Minister ... 2.99 
RockfordsRiot/BouMerdash 
2.99 



*»*«•***♦* 



********** 



ArcofYesod 1.99 

Gamestar Baseball 2.99 

High Fronber 2.99 

Armageddon Man 5.95 

Gunboat 2.99 

Chuck Yeagers Fit. Sim 7.25 

Space Hamer 3.95 

Clever ana Smart 

Cauldron I 

Western Games 2.99 

Druid II Enlightenment 2.99 

Druid 1.99 

Flunky 2.99 

Frankenstein 2.99 

Dead Ringer 1.99 

6.99 Barbarian 3.95 

Basil Mouse Detective 2.99 

The Comet Game 99p 

Galactic Games 2.99 

Knight Games H 2.99 

Hacker ■ _ 2.99 

Octapolis 199 

Field ol Fire 3.95 



* 

* 

* 
* 

* 

********** 



Paddington's Early Visit 
Paddington & Dtsaopeanng 
Ink 

Paddington in the Garden 
£3.95 each or £9 lor all 3 
ALSO 

First steps with the Mr Men 
Word Games with the Mr 
•Mi 



Guaflai Canal 3.95 



Outrun 4.95 

LazerTag 4.95 

Solomons Key 2 99 

Beyond Ice Palacel 6.99 

Bards Tale I 6.99 

Bobsleigh 2.99 

Rightdeck 3.99 

B24 Bomber 475 

Street Hassle 3.50 

Leaderboard Exec 3.95 



* C64 CLEARANCE * 

* CASSETTES * 

* STOP PRESS! * 

LAST FEW ^ 

Rygar 3.95 # 

* Gryror 4.95 

* Combat School 3.95 * 

* Trantor 3.95 * 

* Hysteria 2.99 * 
Knightmare 3.95 

* Bangkok Knights 3.95 * 

* * 

Sidewalk 2.99 

Gaunttet I .._ 2.99 

Strike Force Harriers 

3.95 

Leviathon 2.99 

Enigma Force 75p 

Election 2.99 

Eagles 1.99 

Gauntlet 2 4.99 

Fifth Quadrant 1.99 

Metro! Cross 1.50 

Tesl Onve 6.95 

Dan Dare — ™™~.. 1.75 

Future Knight 1.99 

Falcon Patrol B 1.50 

Dark Side 7.25 

Flintstones 6.99 

Skate Crazy 6.99 

Chain Reaction 2.99 

Vampires Empire 650 

Mean City 2 99 

Pandora 6.50 

Mai Torque 2.99 

Polar Pierre 2.99 

The Inheritance 2.99 

Last Nmja II 6.99 

Cybemod 6.50 

Labyrinth 2.99 

Winter Games 3.95 

Lords of Midnight 1.99 

Nemesis the Warlock 1.99 

Desolate* 6.99 

Nemesis (Final Chail) 2.99 

Blood Brothers 6.99 

Strangeloop 99p 

Hercules Slayer Damned 6.99 

Jam* 2.99 

Star Paws 2.95 



Top Fuel Challenge 
Mega Apocalypse 

time Tunnel 

Alien Syndrome .... 

Jmks 

Solder of Light .... 
Mystery of the Nile 

Scary Monsters 

ABen Syndrome ... 

Demon Stalker 

PHM Pegasus 



3.9S 
2.99 
2.99 
6.99 
6.99 
650 
2.99 



6.85 
7.50 
750 



N Mansell's G.Prix . 7.95 

Now Games 5 6.99 

Jack the Nipper II 2.75 

Auf Wsehen Monty 2.75 

Mask II 3.99 

Masters of Universe 3.99 
The Movie 

ALL AT £1.75 EACH - 

Joe Blade. Popeye. 
Trapdoor. Deviants. BMX 
Simulator. Pro Ski 
Simulator. Tanium. Battle 
Valley. Grand Pr>x Simulator. 
Stnke Force Cobra. Zotyx, 
BMX Kids. Colony, Micro 
Rhythm- . Tram Robbers, Oh 
No, Scout, Airwoif. Ghost 
Busters, Eddie Kidd.Rigels 
Revenge. Star Force Nova 

C84 CASSETTES 
(STRATEGY) 

SSt Tigers in the snow 



Guadalcanal 

War Game Greats _ 
PSS Theatre Europe 
Tobruk 



2.99 
3.95 
9.95 
3.95 
7.95 



SorcerorLord 

Power struggle 

Okinawa 

Firezone 

Conflicts 

Conflicts I 

Battle for Midway . 

Battle of Britain 

Annuls of Rome .... 



9.50 
3.95 
3.95 
950 
9.50 
7.95 
3.95 
3.95 



COMPILATIONS 

10 GREAT GAMES VOL 2- 

Mask. Bulldog. Re-Bounder. 
Convoy Raider. Jack Nipper 
II.Dealhvnsh3.AufW'sehen 
Monty. Thing Bounces Back, 
Basil - Great Mouse 
Detective, Samurai Tntogy 
All these games tor only 
£7.50 

KIDS PLAY -Xeno. Nomad. 
Prodigy. Bounces. Monty on 
the Run, Barry McGuigans 
Boxing, Bounty Bob Strikes 
Back. Stanon, Sky Fox. 
Electro Glide. 
All these tor £3.95 

4SMASHHrTS-Ranarama. 
Zynaps. Exottn. UnYJium+ 
at only £6.75 

COIN-OP CONNECTION - 

Express Raider, Crystal 
Castles. Metrocross 
Br eakthru - only £2.99 



Barry McGuigans WorU 
Championship Boxing. The 
Great American Cross 
Country Road Race, 
Decathlon, On Field Football. 
Star League Baseball All 5 
Great games tor Only 
£3.95 

ARCADE FORCE FOUR - 

Gauntlet, Indiana Jones and 
the Temple of Doom, Metro 
Cross. Road Runner Only 
£5.95 

MAGNIFICENT 7 - Cobra. 
Head Over Hoels. Short 
Circuft.Franky,Arkanoid. 
Wizbaii. The Great Escape, 
Yie ArKung-Fu Now only 
£6.99 

WE ARE THE CHAMPIONS 

- Renagade, Super Sprint, 
Barbarian, International 
Rampage All 



WE NOW OFFER AN EVEN FASTER SERVICE THAN EVER BEFORE! TRY US, YOU WONT BE DISAPPOINTED 

P&P 50p on all orders under £5. Over £5 P&P is free. Overseas £2 per tape. 
PLEASE STATE COMMODORE WHEN ORDERING. PLEASE STATE ZZAP IN ALL ORDERS. FIRST CLASS POST USED. 

MANY THANKS TO ALL ZZAP READERS WHO ORDERED OFF US LAST MONTH. 



C84 SALE DISKS 

STRATEGY 

Chickamauga 9.95 

Carriers at War ... 14.95 
PatonVRommel 11.95 
Rommel tAfrican Cam- 
paign) 13.95 

Battlefront 9.95 

Halls of Montezuma 13.99 
0. Battle American Ova 

War 17.95 

Battles ol Normandy 

17.95 

Lords of Conquest 9.95 

STOP PRESS 
THUHDE R CHOPPER 

RRP 19.95 from SutHogic 
50 only at only £9.95 

Others 
Gemstone Warnor 4.95 

Rogue Trooper 2.99 

ZortUi 4.99 

ZorklH 7.99 

Druid II 4.99 



BUGGY BOY 
THUNDERCf 
X15 ALPHA 



Aihena 

XOR Games Designer 3.95 



5.95 
5.95 
5.95 



C64 SALE DISKS 

OVER 10,000 GAMES DISCS 
TO CLEAR WE ARE SELLING 
THEM AS BLANKS THEY ARE 
ALL BRAND NEW, AND WE 
HAVE CUPPED THEM FOR 
YOUR CONVENIENCE. BE 
QUICK FOR THESE 
10 lor 5.95 or 20 for £10 

SokoBan „ 10.95 

Leaderboard 6.95 

Indiana Jones 5.95 

221B Baker Street ... 5.95 
Alternative Reatrty (The 

Dungeon) 7.95 

Plundered Hearts 7.99 

Elite Collection 1 4.99 

Elite Collection 2 7.99 

Street Hassle 3.95 

Hades Nebula 3.99 

Bards Tale 10.95 

Bards Tale II 1096 

Cyborg 2.99 

Guadai Canal 4.99 

Scary Monsters 2.99 

Starfleet 1 10.95 

G'eyteii 2.99 

Werner ...... 1.99 

flunky 2.99 

Firetrap 3.95 

Tracker 4.95 

Btonic Commando .. 10.95 
LastNm|a2 10.95 



C64 DISKS 
JUST ARRIVED 

*«**««*«* 



TestOrtra 11.95 

Chuck Yeag's AF.T. 11.95 

The Train 10.95 

Strike Fleet 11.95 

Power at Sea 10.95 

PHM Pegasus 11.95 

Airboume Ranger 13.00 

Stealth Fighter 13.00 

SPY V Spy 4.95 

Kinetic 1.99 

(CUPS 1.99 

Dandy ftM 



AMIGA SPECIALS 

Star Gilder 16.95 

Platoon 16.95 

Storm Trooper 13.95 

Carrier Commando 16.95 

Leathernecks 16.95 

Aaargh 12.95 

Rocket Ranger 21.95 

Three Stooges 19.95 

Rolling Thunder 15.95 

Garrison I . 15.95 

Ferrari Formula One 16.95 

Questronl 16.95 

Beyond Zork 16.95 

Return to Genesis .. 13.95 
Great Giana sisters 16.95 

Sards Tale 2 16.95 

U M.S 16.95 

Vamptres Empire ... 12.95 

Sidewinder 6.95 

Bubble Bobble 12.95 

Druid I 13.95 

Xenon 13.95 

Time&Magick 12.95 

FOOTBALL MANAGER II 

16.95 

Pandora 13.95 

BMX Simulator 10 99 

Roadwara 13.95 



AMIGA SPECIALS 



Nord and Burt _ _ 

lurking Honor 9.95 

Beaurocracy _ 9.95 

Leather Goddesot Ph. 



Hitch Hikers Guide to Galaxy 

M 4*4 . . L . i J L L J , . . J . . i . . .JIB. 7 < JJ 

A Mind Forever \ 



Plundered Hearts 9.50 

LITTLE COMPUTER 
PEOPLE 



Gridiron 17.95 

Shooting Star 3.95 

Buggy Boy 13.95 

Corruption 16.95 

Space Port 3.95 

Hardball „ 9.95 

Mean 18 9.95 

Trinity 9.50 

THUNDER80Y RRP 1495 
OUR PRICE 7.95 

Borrowed Time 6.95 

Peter Beardsley's Football 

Emerald Mine 13.95 

I Than Allen 

13.95 

Wizard Wars 16.95 

Stauon Fall 9.50 

Tangiewood 13.95 



C64 CASSETTES 

PRICES 
PLAY TO GAIN 

10th Frame. Leader Board. 

Metro Cross, Executive 
Leader Board. Supercycle, 
Pit Stop 2, Leader Board 
Tournament 
ON OFFER £5.95 

ARCADE ALLEY 

Express Raider, Kung Fu 
Master. Breakthrough. Las! 

Mission. Tag Team 
Wrestling. Karate Champ 

ON OFFER £3.99 

SUMMER GOLD 

10th Frame, impossible 
Mission, Rebel Planet. 
Dambusters, Bruce Lee. 
Beach Head 

ON OFFER £3.99 
ARCADE CLASSICS 

Pole Position 
Dig Dug 

Mr Do c „ Q( - 
Pac Man t J.3D 



4 GREAT GAMES 
Stealth. Spelunker. 
Raid on Bungelmg Bay. 

and Chop Vbb> 
RRP £9 95 Now only 
14.95 FOR ALL FOUR 





Your small ads are reaching 
over 250,000 other readers 
in Britain and around the worldl 



The more observant of you may have noticed that last 
month's Classifieds form omitted one vital feature - 
this has now been rectified, and you won't have to send 
in Issue 38's form again! Anyway, if you're looking to 
sell or swap software, hardware or fanzines, this is the 
place to look. Read on . . . 



WANTED 



VIXEN. AH*n Synonym. Pawn. Fnghtmof* 
M»ntf forever Voysgtng. Samum Warrior, 
Rimrurmer. Matchdaylt. Impoaatbte M&ston 
ft. Shackled and other OtsJo. Must to cheap 
Cwck Scoti, 149 Grmvi Close, Bnstoi Road 
South. NorihtekJ. Birmngftam 

WANTED C64 users from all ovv the world. 
MM stuff on disks SeridimVckskstoAjphj 
One 100 Lancaster Gate Flatno 11, London 
W2 

ATARI 520 STFM and ^mcfl or an Arraga 
A500 AJso amplifier foe laarj outw Austin 
Da^aney. 35 Manor Gardes, Warmtnster, 
Wilts, BA12 6PN rmone (0965)214505 

AMIGA CONTACTS wanted from ail arouno 
iho world, aii fetters w*U h*ve rso*« Wnte !o 
tan Daviea. GenThome, Stretton Sogwi*. 
Hertford. HR4 7P1_L 

ANYTHINQ to Oo win Kathdhne Wrtt, photo* 
posWi.vHUtoA into - fop pr*c« pa*d Deiatfa 
to. J Dowling, 1 9 Chrjsler Road. Old Penshaw. 
Hour/n on Lb- Spring, Tyno and Wear. 0M4 
7ELRe^m»henv€4ope3^Pe4 Thank 
you 



WORLDWIDE SOFTWARE 
1 Bridge Street 
Galashiels 

TD1 taw 



HAMMOND ORGAN, good ConoYbon I 
good amplify for use w»th Hammond om 
may aHo take Fadtsa May toy cr swap 
computer Phone John (0346) 27231 After 

7pm. 



FOR SALE 



COMMODORE 64 software for sate over 1 15 
game*. AH popular titiea, many recefH. Tal: 
rtoflhampton (0604) 767743 after 7 pm. Ask 
lor Mark 

COMMODORE 64. 1541 dt* oVrva, C2N. 
Final Cartnctaa 3 . Action Replay MK S.p/Wek* 
latest cr»g*nat flotwara. over 60drsk* lOO'BOt 
oames. worth over €?000 QuCk sale onrv 
WSOono Pnonrj Pater on (0344? 483550 

C8M 64 FOR SALE, r ecentty serviced, 2 tape 
decks, loads o* original games ncludtng 
SuitofeSttNt 750. Combat School. Hfobttu 
CMmw GAmw also Ou*ckshol 11. loyStK*. 
an f or Z 1 20 ona Phooa 0344 779970. 

1 641 C DISK DRIVE *nd C 1 60 lop qualify dla> 
software THlos «ncruda Mm Ego r QAC, 



W.iryama ConstnKbon Set, £Urbanan. 14 
other disks and manual. Worth nearly €400, art 
oftr-*efic*irjnal. CiSOono CeJ Can on (0706) 

7331 32. 

COMMODORE GAMES ongwiais £3 each 
Cl2 for frra. CBM 64 computer, datawtle. 
uldrty cartridges years warranty, £150. 1541 
OiskoVi«blar*rti*is.covor8,C100 MPSS03 
printer, box printer paper Ci 50 Phono Andy 
0252 5210Q5, 7 

CBM 64 PROGRAM Protection Guide. A 
detailed gude to anti-piracy techr>ques, 
Including anii reset pokes and moral Sand £2 
loMr J G Homer, 151 Pevenl Creacent, 
Sawtey* Long Eaton, Nona. NG10 3DW. 

GAMES FOR SALE Many older games . some 
now. A few o*ks. jdaaJ for new 64 owrw. 
Ctieappnce* Allongina*s Wnte to, Paul 
Cochrane, 12 Madeira Street, Dundee. 004 
7HA format 

COMMODORE 64, 1 54 1 disk dnve, MPS 603 
printer, expert cartridge, sound sampler, 
speech synih. arcade |Oysi*ck. C2N cassette 
unit . loads ot cassette games. 40 ctsks packoa 
with games and utiles Accept f 400 Call 
0602 724758 

COMMODORE 64, EXCELEAATOR disk 
dnva atm Dosed Well over C600 games Tape 
deck, many new vines, freara frame E600onb 
5een Reece, 2 Garden Smart. NewlieM. 
B^hop Auckland Co Dumam 036*€O6?69 
after 4pm 



C64, 1541C DISK DRIVE, cassette and dtsk 
games, tape deck (Burft In tuner), joysticks, 

'na^wOrthClOM. Offers. Tal 0732865122 




Commodore Amiga Software 


Atuirgh 


IS 45 


Alien Syndrome 


13-25 


Anats of Rome 


16.45 


Bad Cat 


16.45 


Barbarian (Palace) 


13.25 


Barftanara fPsy gnosis) 


1&45 


Bards Tale II 


16 55 


Bermuda Project 


16 45 


Beyond Zork 


21.95 


Bionc Commandos 


16.45 


Black Jack Academy 


16.45 


Bubble Bobble 


1355 


California Games 


1645 


Cor nor Commana 


16-45 


Corruption 


1645 


Crazy Cars 
C64 Emutalor 


1645 


6995 


Defender of Ih* Crown 


2T95 


Destroyer 


16 45 


Dreadnought 


1325 


Ebonstar 


16.45 


Enlightenment 


13.25 


Faary Tale Acn 


■ 1 EH 


Frre 4 Forgot 


T6-45 




1325 


Flight Simulator If 


31.96 


R*n1stonas 


13-25 


football Manager li 


13.25 


Gataclc lnvas»on 


1325 


QarflaU 


1325 


Oarriaon II 


16 45 


Golden Path 


13 25 


Great Gtana Sisters 


1645 


Guild ot Thieves 


16.45 


Moaywood Poker 


7,25 


Hotbait 


16 45 


interceptor 


19.95 


Jet 


58 95 


Jinks 


16 45 


Kampfgruppa 
King of Chicago 


21 95 


21 95 


Leatherneck 


1325 


Legend of the Sword 


1325 


Le»suresu«1 Larr> i*wn 


13 25 


MndHgHaf 


1645 


OtHtterator 


1645 


Pandora 


1325 


Peter Beardsley Football 


1325 


ftatoon 


16 45 



WORLDWIDE 



SOFT WA R E 



C&4/126 

MvancedTaa, Fighter 
Airborne Ranger 
Alien Syndrome) 
Apollo 16 
Arcade Force Four 
rVlnnoklRtt ctfOoH 
Bad Cat 
Bards Tale ll 
Bedtam 

Beyond the lea Palace 
Bionic Commandos 
Blood Brothers 
BuDt:^ BobbJfl 
B24 

Camer Command 
Charlie Chapim 
Chuck VeaM FtT Tmer 
Co*ossusBndge 
Colossus Chess 4 



■ i- 

725 

725 1120 
11 20 14 95 
725 900 
1109 
1120 
975 
B 

1V99 
900 
900 
I BO 
1120 
975 
14 95 



7 25 

6 55 
725 
799 
725 
725 

7 25 

725 

655 
M20 
1120 U95 

7 25 11 20 
7» H99 
9 75 1120 
799 1199 



C64/f*0 


cass cDjA 


C64/12B 


Gunsh*) 


1120 14K 


Road Blasters 


HarouteSaysrof Damned 


7 25 11.20 


Road Warriors 


(O 


655 1120 


Salamander 


ikanWarnofs 


7 25 900 


Samurai Warrior 


in*WM*&**M»ssjonll 


72S 1120 


Shackled 


Infiltrator II 


725 11 20 


Snoot em up Const r Set 


Jot 


2695 


Slant Service 


J.nks 


725 9 00 


Siloti 


Jinxter 


1495 


Srfted iThrowcrl Fafconj 


Kampfrjruppe 


24 95 


Shale Oazy 


Kamov 


725 1120 


Skate or Oo 


Kenneoy Approach 


725 1120 


SokjterotUght 


Kar^jAradriCcUeciicn 


725 1350 


Sorcerer Lord 


LastNlnta? 


9 75 11 20 


Stearih Mission 


UveAmmo 


7 25 H20 


Strarton 


MagnrfKienl Seven 


7 25 13 50 


Street Fighter 


M-arnudor 


725 11 20 


Stnke Fleet 


Matchdavii 
Mickey Mouse 


655 11 » 


Target Renegade 


725 11.20 


Tetfldon 


Might and Mag-c 


19 95 


Test Dnve 



725 11 20 
725 H20 
655 11 20 

6 55 11 20 
725 11 20 

H 20 14 95 
725 1120 
14 95 
1120 
725 11 20 
7.99 1295 
655 1120 
9 75 13 50 
28 95 
799 1199 

7 25 11 20 

1199 
6 55 9 75 
6 55 9 75 
799 It 99 




Caisade *n Europe 
Dark S*de 
DaLuxScrabbte 
De'fndtf o* the Crown 
Demon BUtol 
DesoialO' 
Echaion 
BmpaAUan 
Fire and Forge! 
FJiOhtS/mutatorll 
Footb^'Direclor 
Footoan Manager li 
Fngntmare 
Game Sel & Match 
Games Winter Edftion 
Gan/Ur>aker5uMfsfci^ 
Gauntlet l All 
Gothik 

Gfeat Giana Sisters 
agMr^Thlavaa 



cass cvs* 


C64/12S 


cass Ofsk 


11 20 14 95 


M*ndfrghief 
MaiiOmcall 


11 20 14 95 


7 95 9 75 


12 75 14 95 


9 99 12 99 


N-jeiMansoiGnvidPrnc 


725 it 10 


9 75 11 20 


Nimitz 


799 1199 


7.99 1199 


Now Games 5 


725 


725 11 20 


Octapolls 


7 25 9 75 


725 9 00 


Outrun 


7 25 9 00 


24 95 


Pandora 


725 975 


73 1120 


Part on vs RommaJ 


1199 


29 95 31 95 


Peter Beam Hey Foolfitf 


725 1120 


655 


Plates 


11.20 14 95 


7 25 11 20 


Platoon 


725 11 20 


725 11 20 


Power at Sea 


799 1199 


975 13 50 


PracfiM % 


725 11 20 


7 25 11 20 


ProiedSleajihFrthter 11 ?0 14 95 


7 25 11 20 


Ouastronin 


14% 


725 


RadOdcMr 


1120 14 95 


7.25 975 


Red Storm RrsinQ 


1120 1495 


725 11 20 


RKTVunner 


6 55 975 


1495 


fling Wa'S 


7 25 11 20 



Edentjndge, Kant. Anytime 

C64 SYSTEM all you II need for gaming 
senoua usa includes dts* ovive, printer, cotout 
monitor etc Aft tn *nea*ent condnton wrth 
manuals boxes . magazine*. wDi sell 'or €500 
ono. Cat Chns Maaon(0734j 62930 after 6pm 

FOR SALE! ffj gieat gamas ter andicutoua 
pne* o* C4 To get your gam« ( ust phone 
Dovid on 0234 740 377 or wnta to 1 31 Bedford 
Boad. VHsMbbyA Bediwosfwe. MK453HS 
Pcetaga and packing rrvjluded 

CBM64, 1541 DtSK DRIVE. CZNdata 

Gaaaane, computer desk, competi'ton 
loyattck, fraaxa machine, carnririg caaa and 
over £200 ot software Only QO0 WM dolivar 
W maa racba. Phone Staph*n. Ckjmfn« 
f03« 7161929 after 6pm. 



C04, 1541 DfSK DRIVE. MPS0O1 pnntar. 
mousa. games worth C1100. Inclusive C400 
wLtnoul games £260 includes Platoon. 
NQbutus. 9ugv i Boy. Matctxtey It. OprvvJe/ 
of Oown\ Bobbto fkoht* etc Also Action 
Repiay Mark III. blank o> iks R*ng (0437J 440 1 

COMMODORE 64. tape deck, thnaejoyslcks. 
L50O wjrth games *nciude Aampa^e. 
Ca't'omji Games. Lasr Ntof*. lh*n Warriors, 
Dasander of Crown, 5lap Fight r 720 and mora 
Set! for £250 one Tef Robert. 5601554 
^ouns"owJ 



COMMODORE 64. aaiacaasettfi. joystick. 

Hunter* Moon. Afk&n&d?. mtV SEVCK 
Skrffeor Dm. Comcmt School, Neoums. fintOy 
tff 7en Gnwt Ga/ryw Two. pkjB more £275 
ono (0706» 42909 after 5pm. 



WORLDWIOE SOFTWARE 
49 Stoney Street 
Nottingham 
NG1 1LX 

CommodonB Amiga Softwarw 

Pol»ceOuwt 1325 

Ports of Ca» 28 95 

Red October 16 45 

Return to Atlantis 19 95 

Return to Genaaia 1D 25 

Road Blasters 16 45 

RodM rtan jai 21 95 

Roaing Thundar 16.45 

Sftadowgate 16 45 

Sherlock Holmes 16 45 

Srtoad & Throne Falcons 2 1 95 

Space Quest n 16 45 
Siarfleet 

Stargliderti 164^ 

S;r©et Fighter 16 45 

Slnp Pcxer 2 Plus raA cny 1 0 95 

Test f>Tv« 19 95 

The Pawn 1645 

Three Stooges 21 95 

Time and Mag* 1325 

TimeBandrt 13 25 

Turbo 13 25 
Universal Military Simulator 16 45 

Vamprres Empwa 1 3.25 

Vermrnator t6 45 

V^ua 1375 

V.*en 1495 

Wtobafl 16 45 

Kenon 1375 

7CmeaolGoid 2295 




The Etemai Daggof 




1495 


The Pawn 




1495 


The Train 


799 


1199 


TtmeanoMagick 


11 20 


11 20 


Top Ten Collect Km 


725 


900 


UltimlorlioffVorV 




14 95 


UpPenscope 
USAAF 




1498 
24 95 


Vampires Empire 


725 


9 75 


Venom Strikes Back 


725 


11 20 


Victory Road 


655 


975 


Vindicator 


725 


11 20 


Vnen 


799 


1199 


Wargame Const. Set 




14 95 


namnChimkoM 


725 


13 50 


WizardWans 


7 25 


900 


10 Great Games 11 


725 


1120 


4th & inches 


725 


1120 


6 Pack Vol 3 


775 


11 20 


720 degrees 


7 25 


B « 



Joy*rrc*f 
Che#rahi25 plus 
Cheetah Mach 1 Pius 
Comp Pro 5000 
Comp Pro 5000 Dear 
Comp Pro 50O0E-tra 
5pf4rWrng 

Speedking w^h AutoVe 
Ram Deta 

Cruiser 

Pervftarafs 

Aj>m jtr C64 tape ^eao » I 

525 0*bo»ir t oosTWa> s .5 

C64 oust ■ ■ , - ■ 

C64 ovsk dnve cova* 

Resat Switch 

C2N Datassetie un*l 

Blank Disks 

!5 DSDDipertenj 
25 douDieS)deo<perian! 



*2 95 

12 95 

1395 

' ■: 9f: 

1099 

1 1 99 
7 99 

"99 



39* 

9 95 
4 95 

4 50 
6 99 
26 95 



Please 



Be make cheques or postal orders payable to WOflLDWJDE SOFTWARE. Ail pnees include postaoe & oarkmn . n iik 
Ovarsaas f«W dehvery. Crad, c.rd^dars *cw*^^ ^ 
Galashiels. {0696) 57004 (24 hours) Nottingham (0602) 460779 124 hours} 



COMMODORE 64. cassette recorder. Pro 
5000 rOystfck, toodsaga™*. lncM*"g Last 
Mry*, GaunfM. WorW Games plu* llOother*, 
loadsarnegs. but not for kttosamoney. fuse 
t?00 Must w>«i Quickfy as possible, phone 
f0245) U0139 (after 6pm pfease). 

LOADS Of 64 SOFTWARE tor late. Some 
uflPty progs as well at arcnoe game* Writ* 1ar 
irst to Garten Bawdan. 1 1 Oevetand Way 
Hatftotd , Doncaater p S York* Enctoee SAE lot 

rapty 

MEGABARGAJN. 1 and a hart year okJ CAM 
64 . tape deck, three good condition joysticks, 
mouse, cheese, sorrwaro and an amazing 
C900 worth of origin** software Bargain at 
£300 one Phone Jon 0924 277244, 4pm to 
10pm. 

COMMOOOftEo^^N^foyatlcka, 100 
original games. Neos mou», atso all ZZAPfa 
even , C & VG's etc Worth well over £800! For 
quick sale E220 ono. Tei: 0222 5121 25 finer 
6pm. Cfcnas Powya, Wale*. Nr Cardiff. 

C126-D with built-in a* drive. MPS 601 
printer. C2N cassette deck Over 50 item* of 
wftwwo {mostly games! Mouse, (oyetoh. 
pnnter paper. Ejrpert Cartridge. Booka let 
f0293)684362cinert30pm Pnce CflOOono. 

Recenlfy serviced 

C126 fOR SALE with 1531. print*, mouso 
and toy****- loMs of games and all input 
mag. ono. Ring (0432) 263470, Ask lor 

COMMODORE 64C with Load R\ 
aatacasseMe. mouse and cheese. Action 
Repty MK III reset, bach up and some toiler 
cartndge. 40 oamet including Defender ol tne 
Crown Mafcndoy w, joysticks, worth WOO. 
£220 ono Telephone 01 642 3210 



COMMODORE 64. two recorders, dak drive 
[E*ceJer&toO, &skmate il. paddle, loystK*. 
mHn*T>nes games Won* 0W BBOO H 1 
lor Q9Som*Tw Nik on (0462) 680160 

CM, DATA RECORDER 1S41C dtsk drive, 
games, magazines and ut»t*es Everything *i 
good condition. Worth over £750 the W Soil 
for C350 ono. Phone (0965) 214505 Ausun 
Dftlaney. 35 Manor Gardens. Warminster. 
Wilts. BA12 6PN (0985)214605 

C64 1631 DATASETTE, toyetickB. mega*****, 
cover , mus* maker over 50 game*, worth over 
C&00 Sell for C2» ono. Phone Gary (Lonoon) 
01 362 4664 

COMMODORE 64 PfliNTER tor sale. CP-60 
pertpheral printer. CBM 64 compatible. haroty 
used C75onaCorrtac1Mi(eon02l 364 6304 

Or wnte to 579 Chester Rood. Wytoe Green. 
Sutton CttdfleW, Weal Midland*. B73 5HJ 

COMMODORE 64. 6 month* old, VGC, 
joystick light pen. ipeech lynthesaer. Action 
Replay 2, many anginal garner Ail *ssuM ol 
ZZAP* 64 Worth CS30 new, sell for CI 50. 
Telephone Mattock (0029} 732604 atier 
4.30pm 

TURBO SAVE load your Basic prog-i with 
speed. Complete with flaahy border. Only 
C275fincPP> Send dosh with name and 
address to: John O'Keerfe, 62 W«islo* Roed, 
Qranborough Bocks MK1B3NQ 

ARE YOU A 64 BEGINNER? If you want good 
quality software at very low price* wrttelo 
John Apps, 1 63 Maanstone Avenue, 
Menrtham. RedhlO. Surrey, RM1 3JL. Please 
enclose an SAE tor pnce ust 

FOR SALE C64 . 2 joysticks, C2N. rnoueS and 
choete. software. Over C270wortn of gomes 
Lois of megs. Will swap tor ST or An*ga 
Phone 01 232-1029 After 5pm A&k for Oa/xJ 



35 WORDS FOR ONLY £2.50! 

Thousands or Commodore computer owners across the wortd read 22AP1 every month The 
Reader Classifieds are your tow-cost opportunity to reetn them wHhasmaS ad. WWHWI want 
tobtjy.sefl.awenoratfvW Arvdto 
in tne form bcfowl 

CLASSIFIED HEADINGS 

77AP* Reader CeMettad SecDon a not open to trade or commercial advertisers, but Faruir^es 
may use it The headings are wm+nSSm-. WANTED. FOR SALE. 8WAPUNE, USER 
GROUPS, PEN PALS. FANZINES ana EVENTS DIARY ffor rtutVuser group news, meeting* or 
planned events) However, be careful about ZZAP! pubMMng dates with the last! 

HOW TO PLACE YOUR SMALL AD 



Cut out ana send off tne for 

Bstal orders pretorabry. mode payable 
M 



v together with youf payment of C2.50 per entry fo*m (cheques or 
loNEWSntlD LTD). Photocopies of the form areaccep- 



The maximum Is 35 words 

The serv*ce i* not open to trade/commeroai advemsers 

Small adi w^il be printed in the f*st avaltabie issue 

The eoMor reserves mefkjht to refuse ods whicty do not compry with rwrme* decern practice 
or whcti cou*d be interpreted as erKOurarjinfl software piracy 



ZZAP! READER CLASSIFIEDS 

Send to ZZAP1 READER CLASSIFIEDS, PO Boi 10. Ludlow, Shropshire SYS 1DB 

Name « *• •* M»Hi**tnt > mmnwiiH « i | wi Mn it im * w *i *+ «.H.tnn 

Address * . .^imti i f t. 



* 1 ■ , r ....... .............. 



™ Postcode 



Ttak Classified heading: 

OrVanted Cfor Sato QSwapllne L^en Pais QJaer Groups □Fenzmes 

□Events Diary QMcsceMneous 

Method of payment □Cheque □PoatalOrder 

Wrtte your advertisement here, one word per box. and aiclude name, address and phone 
number if you want them printed. 
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C6M 64. EXCEL, disk dnve tape deck, 
modem, joystick* reset switch and £350 of 
software inciudJno Stoaltn QfMK Pwoo/1 ' 
Det Crown. SEUuK GuHd Th-evws. 
maga*ne* AH for only E300 ono. Phone0824 
373505. Ask for Simon 

COMMODORE 64, pnnter. disk dnve. tape 
deck, iroga^rwa and nortwaro galor, yours for 
C700 ono Contact: Stmon Glisiar, 121 
SalisWy Road. Totton, Southompton. Hants, 
SQ4 3HZ by post onry with SAE for tufl ttst Al 
genuine' 

COMMODORE 64, data recorder, two 
sticks, action repUy cartndgo, matma*. 
moo^moi 45 OAmes including SEUCK 
Pfafoon. rta" Warr*cv5. De/enofer o/ me 
(>^.£250 Tei C^5378(»5./u*kforOavld 

C«, DATASETTE. joysttcM. tnsazetrame, 
C270 worth of softwares Nem*si3> Qvi 
Dare, Wtnt*r Games Army A*Mt, Oaunftef, 
Last M*n/eand*0 + Tel (02KnSB4965 after 5pn* 
weekdays or after flpm weekends, PnceCIM- 

COMMODORE 64 plus 0 of the following, 
over C400 ot games and software, over £100 
ot magazines and proo/amming booka, most 
being or and new: a Euromax foysbek and a 
tape deck wheh converts to a 4 tape deck *f 
needed Many posters and leaflets mduded. 
Everylfiing boned wfth cassettes stored *1 
good holders There's more than there 
sounds AH worth £700 Open to altars fete*** 
be reasonaote) Phone 07253 420, 

064 GAMES on disk for sale Ail onginals 
Including Pmlatot. SSUCK Huntat r s Moon 
and more, call for Its! All »n m se^enl condition 
and full documents Tel: 01 B06 2739 after 
6pm Ask for Jake. 

C64, DISK, fcipan Canndge, C2N, modem, 
quick data dnve, five joysticks, fifty games, 
tape-disk, CNET demos, thirty diSHi and 
hoWer. C450 ono. Phone John (0346) 2723 
after 7pm (mav split) 

FOR SALE. 36 CM software titles including 
Sold G&d, Laser Bask:. WorW Ga/rxw And 
SEUCH, CSQ Send to M Stohorpe. 16 The 
Stray, Dari^plOA Co Durham. DL1 lEP. on 



COMMODORE 64 + Mow Maker. C2N, reset 
switch, dust cowers, new 12/B6 Fmty 
maintained under warranty plus X recent top 
games, loystick. efl rrwit condition. C100 the 
Cl No offers" Phone Steve 0429 269344 
COMMODORE 64 games Tittesbke 

DetonO&ottha Crown. 720, Out Run GurarUp 
and many more. All onginei and some 
Spectrum games. Wrrte to* a *tst lo Ziad 3A 
Cotlege Avenue. Maidenhead. Berks SL6 6AR 
fore Ml 

ATARI 80QXL DISK DRIVE and tape deck, 
loads ot games on tape and disk trak baM etc. 
Sen for £170 ono S.Uw, 20Cav*nrAshRoad. 
Rocnester. Kent. MET 2HN 



Phone or wnte now. Aak for Pem. IB Manor 
Drive, 'The Carre\ Nowt>oain by the Sea. 
Nortrnxnborland Phone 0670 854243. 

AMIGA/CM PENPALS wanted to swap 
ideas, into and proas aM over the worldwide 
Wnte RSjl 687 Hgh Road. Seven Kings* 
tltord. Esse*. IG3 9RQ Tel 01 5904214 Hurry 
up. 

COMMODORE 64 OWNER. 19, seeks pen* 
pafo of same age. male or female from UK to 
swap games, hints, tips etc AH letters 
answered Brian Mansteul. 87 DawUsh Drtve, 
Seven Kmgs. Word, Essex. 103 9EF 

NICHOLAS HOLMES. 20 Fairdale Gardens. 
Putney, 5W156JWis14arvdownaaC8M64 
He M lookif^g tor q penpal from anywhoro rnthe 
world about the same age London 

I AM THE OWNER of a C64 and would like to 
give and receive tips etc from fellow C64 
users Ptease write lo Ganrfn Clayton. 26 
Gerard Road, Wallasey. Menssys*» L45 

6UH. Thanka» 

MARK, 1 6 Chestnut Road, Sedgot»ekL Cleve- 
land, TS21 3PG would awl •OHVS penpal who 
own a C64 and are interested in ttwapp*ng 
irjaas. demos etc. Answer all of the letters 

Hit PM 17 and want heaps ol penpals to swap 
the latest gamea, demos utilmes, so sand 
Ms, disks and I wtt reply to al who wnte OK 
BYE from Srvtctv GPO Bo> 2812. Canberra 
ACT, Australia, 2601 

C64 USER wanu penpals from an over the 
worvj interested «i only newest disk stuff 
Wnte to: Stuart Gray™, 75 Ca»ton Road 
HoddSSdon Herts ENll 9NZ England TaL 
(0992) 489324. 

WANT A WACKY PEN PAL? ft %o wnte to me 
dudes or duiljnorl'ri interests, loadta ftolp ir 
you're sluck etc. D F BewOen. 1 1 Of»v*lond 
Way. Hatfield, Doncasto, South Vorks. ON7 
6SR 

HI 1 MY NAME IS TERRY I m ^6 ana am 
interested *n anythinfi 54 Park wood R^jad. 
Isiewonh. Middlesex. TW7 fiHO 

OEREK, STUDENT, CS4, 1541 and car 
owner, wants to hear from others particularly 
girts, lo swap tips, ideas etc. AH MOST* 
answered Dor-* Scott U9 Gr-ft.n Ctow. 
Bnsto* Road South. Northfieid. Birmingham 

C64. DISK USER wants swaps especaally 
from Bntain onry really interested In new disk 
software. Write to Paul West. The Oine. 218 
Ware Road. Hoddesdon. Herts. EN 1 1 9EY 

USER GROUPS 

1641 DISK USER newsletter For issue one 
send a large e n velope 22cm by i6om with a 
26p stamp to Ctevid Martin. Sin DurvoOin 
Dnvttp Ootrock. RenfrewsNn*, Scouand. 
PA19 1EB. 



SWAPLINE 

DISK USERS! Slev* and Andrew Poota, 1 
Highland Grove. Cwmbran. Gwent NP44 IBL 
wouW like to hear from you to swap games, 
demos, hints etc tor the 64 We rxorrwaa lo 
reply to all tetters. 

SHARP M2-731 computer ano data recorder 
DrtMatfUoVIT and magi, software, manual, 
cost more than €600 Sua boxed, eiceilent 
condition orent for homo/ottkro u8#X SwWfor 
an Amiga Phone (0628) 76661 (after V\ If 
interested 

ATTENTION al C64 users 1 * 1 We want to swap 
C64 prognjms on disk > We httve qcA many new 
tOaa. Send your irsi to PPC. TO Bo* 131, 
76207 Vnrkaus, Finland P9; all letter* wiH be 
answereditt 

AMIGA, C64 t newest Mutt, wnte to T5W 
Sharks, PO Box 1 2 CH- 1605 Che*brttt or call 
CH* (021) 921 5621 (Daniel) Switzerland 
1900 to 23.00 

AMIGA STUFF and proo/amming know how - 
swop, wrrte to Hardnder. PO Boh 642 CH- 
1001, LAisanne. SwOjertand 

AMtGA, CM, wnts to me to swap the newest 
stuff Daniel 6rummer t Lee 2. Clets, CH^lfl13 
ST * Saphonm (No losers pleats) TSV/Sharks 
Swiss. 

AMIGA Pub**c Domain sohworc Please write 
Ozark, PO Box 1104, DK-3B3S ISHOJ. 
Denmark. 

AUSSIE CM treak wants to swap West stuff 
with anyone anywhere Contact MicN Dundee, 
34 Booth Crwaoent. North Dandenong. Mel- 
bourne 3175* Victoria, Australia No lamers 
please 

SINCLAIR SPECTRUM ptu*, tape deck. Joys- 
lick interface, kttds of games, swap lor 
monitor tor C84 or sell £90, Write 5 Law. 20 
Cavendish Road. Rochester , Kent. ME * 2HN 

PENPALS 

HI ALL AMIGA USERS I m Oesperate lor 
more re*ab*e penpals l win guarDnlee to reply 



FANZINES 

THE CHEAT MACHINE, hints, lip*, maps, 
cheats on 75 gwimes for C64 Each issue El, 
Issue 3 out July t s! S4Aur^ 1st Order your* 
now* Robert Troughton, 42 bVowi*eW Tarrace), 
Stlsoen. Kaigwey. Wesi rorksrwe, BD20ftPT. 

COMMOOORE KINGDOM tne tarwe for 

Amigd and 64 <ssue 3 available now Contain 
loo much lo mention hare Send 9/0 or 
cneque for 45p P made payable to Robert Cor* 
njtf* at nl Brookman s Avenue. HatWd. AL9 

700 

COMPUTER LYNX tanzine tor C64 and 
Amtoa r>us others for onfy 50p inctuoVio P * P 
OfSOpandSAE Sena to Jonathan Monts. W 
PerrvsTieid Road Cneshunt. Hsrts. EN6 0TL 
Issue 6 out. Issue G soonl 

SOOTHSAYER - the 40 page monthly 
miig«wa for aU adventurers Send rust CI 00 
for sample copy (or SAE tor fun details) to John 
fl Bamoiey. 32 Memvale Road Rrstng Brook. 
Stafford. Staffs. ST1 7 OEB 

THE MICROGAMEft rs a very mce magazine 
indeed ff you are interested m music, videos, 
computer? and RPG*s then buying rt would be 
very clever. Send 20p and an SAE lo Hotty 
Tree House, WeJby* Unca 



MISCELLANEOUS 

SOP SOFTWARE CHANGE CLUBI 
Exchange your 1 967 and 86 games for a" the 
tatest titles for onry 50p For more details wrrle 
to: S Johnson. 2 Pemtnoke Mansions. IGCan- 
6eld Gardens, London. NW6 3JX 

FREE STARTUP Wmer CHyrnprcs PBM senu- 

lation. toadsa reaAsbc events, My pnmeo 
turns, pnvateiv run Full teem meneo^fTHinl 

Cietdila - send SAE to OetlUa Enterprises. 50 
lyriodaie Crescent. New Penshaw. 
Houo^on ^Sprtrv* Tyne and Wear. DH4 
7RP 

JOIN THE WBFU It s the honest ever toolball 
league wrth real pnzes. Send an SAE lo WBFU 
259 Henley Roed h "ford. Essex, IG1 2TN 01 
478 0671 Oon't be 1st oul In tha cold get in 
quk* righti 




ST PRICE INCREASE 

Due to a worldwide shortage of memory chips, 
prices of many computers have gone up. From 
April 1988. the Atari ST range is also likely to be 
affected. For details of any price increase, please 
return the coupon below for our latest literature. 




ONLY FROM SILICA 

****** • ^ nonul computtw thai run only *0*m pro**** U*e other computer* but eteo aoJme 

MAM^r^MMammta^cimiAtiQ^ " L "" ^ r — r'r hHTiii 

5T mftdO of ptTMni^iknal OOaBButers 1mm Ann Tha 3T a** mtitmt ullluing tfM rwnet fnnj 
BreoMhrougha m eanuwtduciof wxhnoiogy. pruouong i pemonel compute* (hat nrfomn leek* with 
tow par* Wnicft irwana II coeta Im in mate And ww ko buy Tn* MM ST co wp utof i now vu-li^M 
bout .n prmw euppllee end bul* in die* drrme The TOS npemtlng yyiaem end QEM .nnOow er^rofW*eh1 
em how on hOU c«*pe which e-e already WlIlM in lh# ST eaytoWrd Tft» W aiiltWwwL ^iUni 
S 00 ^™" 6 * C * 5 *°* if » P**>*^ to nhwi ihe cumpWf Aun ST nno* Our rmM onter 

kl ^vraaael in SWtip and we naua J Man outlet* at Sidcup L inn Houae fTodaeihAA* Court Atfi 
aad Saffrtdgea rO-foid 3»ee-) Wa ham atom yam a*oefWnca of Aian po,tuci» onpef man an T oMr 
U^ooraaaawy. an d am we* ejuoiiehad e* tha uny Ho 1 Ate/i epeciajtat With a group otoawfB 
™ on ™ ■* a*aaas?J of BO uaff. we ot%# yt»j unowiaw sarvtt* arrtt auppon Wa prwo« aavaral 
tacaVtma which you will Itml ^w h iiWl during your Abvt compuOng lit. end moat at ttaaa laol«aa an 
" *™ WICA We Mmaat naiyojiui in*ough .twit « tune to o*mr bwlore you 

oactdej Ham » ourthaaa your Abyt ST 1 ™^ 

£/?f/5 STARTER KIT- Only From Silica 

w^^th^cAaaaanyAl^STa^^oart. you wain* only acaw ma be* value ror money umxp*m 
c*+wn+i^J^rOuwm^ttmfi*Wmk**m*i in-m Alan Cow* l*m aa part of ma paean 

• awy V*** 1 M S5 Sikcd Shop. you aa* eato rexaam ■wamwai 

* MRNMW aVMfer coAx* tfirapAica pmyrM "rtmnr nriiTf i"mraaaifa 

* addnkoii. we el &*hu would ttte Id aaa you get on io a llying tieri with yoor new ooaaoajMr ao wa htn 
atf toyattw yi ipaoai IT ITMT1H *|T wodh o«w lioo h wnach wa am g*v*rvj Away FIVJ Of CHAMM 

•*•*> * * coaiputaj puitnaatd ai our normal mtet pricaa. Taaa aji m avajnavai ONLY mOM $iL>CA 
•M j» aaatad it pmadlng uaam wflh a * aJuabta mtrodveston to tna world of caaauim Wa am oanunuaflv 
-po/ad»ng My T Sttnat «*L wn<h MaWM puOJ*c oomain and o*hwr i^vmao tuffwar.. M wafl a< booU 
pn *°* J * n * - * A « aotdajajortai ai njavaant lo AT conajiuting Ratum ina coupon taHow tot rui daiatfa 

DEDICATED SERVICING - Only From Silica 

A< Sdirj Shop, wa nw*a a oaertalad aarvtc« d*paitm*n u< wan fUi rinw AU'^ fmmad i»:r.n..n Mat 

™f ■ »0»y daorcaaad to aamtong Alan cumputar product* fhatr accumotaaao tnowladQa ahill 
aa»«aaoriam» aaaaaa tnwm aacood fo nona m maw n*id V|aj can 6a aum ihat anv work cavrtao out by 

01 ,n " n*gnaat tUnavd A Mantfart Of *atvKTing wnirJi we beOet* « wMI nod OWtY FROM 

» aaWion M pnMtnf M aaaraOi nt lawWAal for Atari ST cmpuiam fooCn tn and out of 
warranty), oui laara w aav> anta to qrtar marrory and modulator upomM lo 5T coaaputani 

Mm *AM UPOUOC: <Xx oograda on in* aaandom Atari WO6T-44 or WQ5T-FM key board wW 
wcraaaw trw mamory turn itw m * mawm a374K h fwa a to* 1 yw warranty and a) >i ■■■[ill irom 

Ma at ar adtttitontf miaa prra of only CH 96 (*VAT - ft DO) 

TV MODULATOR UPGRADE: S*iita ca^ uporaov trw tOaoST-f lo mduda a TV wodufaW ao 
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This has not been the most inspir- 
ing month for Amiga releases, but 
amongst the chaff there are one or 
two goodies to make life in 16-bits 
rather more enjoyable. 

Probably the most iun we had 
on the Amiga was with Master- 
tronic's Sidewinder, a vertically 
scrolling shoot 'em up with par- 
ticularly nice graphics and mar- 
vellous explosive sound effects. 
The action takes piece over four 
levels of gun emplacements, air- 
borne enemy fighters and hostile 
ground vehicles. Levels of play 
range from very easy Beginner to 
Master, which will give the most 
ardent Xenon player a run for his 
money. In fact, if you can't afford 
Xenon, Sidewinder's E9.99 price 
tag makes It a tempting second 
option. 

Another scrolling shoot *em up. 
this time horizontally oriented, is 
Return to Genesis programmed by 
Steve Bak for Firebird. The game 
is typically Bak - very fast and very 
mean - and consists of piloting a 
Nomad skimmer over the cluttered 
surfaces of 50 planets, picking up 
enslaved scientists. The player 
can then use the fruits of each sci- 
entist's research to upgrade his 
skimmer with triple lasers, shields, 
smart bombs and extra speed. 



A Frenetic vertically scrolling blasting in Mastertronic's Sidewinder 
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A Battling H out over the swiftly scrolling first level of Return To 
Genesis 



The speed of the game is totally 
overpowering, and because the 
skimmer rebounds when it hits a 
structure, a real effort has to be 
made to keep the pace of the 
game slow enough. 

Also from Steve BaK is Leather* 
necfrreleased by MicrodeaL It's an 
Ikari Warriors tookallke which 
allows up to four people (via a 
special interface available sepa- 
rately) to machine gun and gre- 
nade the hell out of legions of 
enemy soldiers. Again, as with 
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A Bouncing around the springs on Level Two 



V Only player two remains to take on the hordes of blood-lusting 
soldiers in Leatherneck 




other Bak games, play is very 
tough indeed and soldiers attack, 
not just in twos or threes, but in 
eights and nines! Probably the 
best game of its type on the Amiga, 
though. 

The other Firebird releases this 
month are Enlightenment and 
Black Lamp. Enlightenment, the 
thinking man's Gauntlet, boasts 
some very smart graphics and a 
marvellous pan-pipe soundtrack, 
but gameplay is slightly slower 
than the 64 version. Nonetheless, 




it's very playable, and has a good 
deal of appeal for the would-be 
druid* 

Black Lamp, on the other hand, 
fairs well in comparison. wrth the 
Amiga version sporting finely 
detailed graphics and reasonably 
addictive medieval platform and 
dragon-blasting action, Guiding 
Jolly Jack the Jester in his search 
for enchanted lamps is accom- 
panied by a soundtrack which, 
disappointingly, Isn't quite as 
'groovy* (to use Paul's word) on 
the Amiga as it was on the 64 . The 
original magic is still there, though, 
and as arcade adventures go, this 
isn't bad at all 

Starfleet 1 , programmed by 
Interstel, but released on the 
Amiga by Electronic Arts is a 
strategic Star Trek game in the 
very traditional mould, The prog* 
ram carries no adornments 
beyond a tew poorly-digitised 
spoken words, and the presenta- 
tion of the action is all done 
through text and character 
graphics which do leave some- 
thing to the imagination. Luckily, 
this isn't terribly detrimental to the 
gameplay, and Starfleet 1 should 
have a nostalgic tear brimming in 




A The path to Enlightenment holds many hazards for the unwary druid 




SLAVER ONE: 2150 



A Jolly Jack the Jester won't be quite so JoUywithanarrowthrough his forehead 



Preparing to launch t< 
Fleet One 



tave the Command in Star 



the eye of anyone who has had a 
computer for more than five Of six 
years. 

At the bottom ot the barrel this 
month is Passengers on the Wind 
from Infogrames. It takes the form 
of an icon-driven adventure based 
upon the Frangois Bourgeon 
comic strip of the same name and 
puts the player in the shoes of as 
many as 1 7 varied characters liv- 
ing at the end of the Eighteenth 
Century. The plot is very like the 
sort of Romantic adventure your 
mother wouldread. in fact-unfor- 
tunately t the game's only decent 
feature is its superb mellow synth 
soundtrack, and even that 
becomes tedious as it repeats 
over and over again* The dialogue 
reads as if it has been poorly trans- 
lated from the original French, and 
the characters come up with such 
gems as, 'You take the place of a 
dead person and pretend to be 
dead\ and, 'I lie down in your 
coffin hoping it won't be up being 
mine/ Oh dear. 

T One of the Passengers on the Wind holds forth on the state of the 
environment 
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WINNERS 




PSION 

ORGANISER 
COMP 

Epyx were giving away Psion 
Organisers to THREE readers who 
gave us a suitable question to the 
answer we supplied you with, 
which was ' Elvin Atombender on a 
Saturday with a melon'. We had a 
mixture of tunny, rude and rather 
cruel entries, but the best came 
from JW Galliford, Tunbridge 
Wells, TN2 3RX; Pat Bowe, 
Douglas, Eire and L Barker, Mil- 
ton Keynes, MK11 1NX These 
lucky young chaps are soon to 
become trendy young chaps 
because these organisers are bril- 
liant and so much better than bor- 
ing old filofaxes. 

Epyx also said they wanted to 
send a copy of Impossible Mission 
to 10 runners up so here we go 
with the winning names: 
Alexander Thrift, Eltham, SE9 
2QH; Christopher Cottenll. 
Stoke-On-Trent, ST7 8JB; Terry 
O'Neill, Rochdale, OL11 30Q; 
Steven Gamer, Hartlepool, TS25 
1 XF; Andrew O'Callaghan, 
Luton, Beds; Barrie Leach, Man- 
chester. M34 5QA; Stuart 
Wooten, Bath, BA1 6LY; Lee 
Wragg, Famham # GU9 9AW; 
Richard Dodgin. Gloucester, 
GL4 9EN; Shaun McConnell, 
Dyted,SA71 4GD- 



Well, I haven't got as many winners as normal but there's still some 
really amazing prizes on offer. Before I start though, I just want to 
make it clear once again that only ONE entry per person is allowed. 
I have been getting a lot of duplicate entries lately and all I do is put 
them straight in the bin. So* me old mateys, there's no point in wast- 
ing your stamps, OK now, you've had a lecture let's get on . , . 



TRULY 
DIY 

MECCANO 

The ever- so-generous Mirrorsott, 
in conjunction with Cinemaware, 
were giving away Set 8 of the Mec- 
cano range to the winner of this 
comp. Just for those who want to 
check their answers, here they are: 

1. 'Shazam.' 

2. Or Vulcan. 

3« 'Flash Gordon 1 , 'Flash Gor- 
don Conquers the Universe' and 
'Rash Gordon's Trip to Mars 1 , 

4. Larry 'Buster' Crabbe, 

5. Robin. 

And the winner is Eugene 
McPeake, Belfast 7 ( BT7 2AT. 

They also had runners up prizes 
of Set 2 of the Meccano range and 
they are going to . . , 
Ken Ross, Portchester, P016 
8NR; Richard Walker, Dudley, 
DY3 3SB; Edward Newiss t 
Keighley. BD21 2RL; Martin 
Bush, Cambridge! CB4 2EJ; J 
Goodwin, Kingstanding. B44 
OQP; Andrew Jennings, St Ives, 
PE17 4JU; Zzap! Reader, Great 
Dunmore, CM6 3RK 

Now we come to the winner of 
our special superdeal superdraw. 
His name is Gary Walker, Middle- 
ton, LS1 0 4QD and he will soon be 
playing with his new Amiga Plus 
monitor. 





TOP 40 

VOTING 

CHART 



Winner (C40.00 worth of software) 
Colin Greenaway. Ballysillan 
Road. BT14 6PS. 

Runners Up (ZZAPI T-Shirt and 
cap) Ian Manning, South 
Wooton, PE30 3LQ; Gareth 
Davies, Dinas Powys, CF6 48Y; 
G Duncan, Falkirk, FK1 5NN; 
Stuart Scattergood, Connah's 
Quay. CH5 4BQ. 




ZZAPTIONNAIRE 
WINNERS 



You've most probably already 
read the ZZAPTIONNAIRE results 
elsewhere In the magazine but 
here are five readers that we 
picked out of our Mallbag. , . . 

Winner (£50.00 worth of soft- 
ware and a ZZAPI T-Shirt and cap) 
Kevin Sole, Hull, HU7 4ND. 



Runners Up (C20 worth of soft- 
ware and aZZAP! T-Shirt and cap), 
Mark Griffiths, Wednesfield, 
WV15 20Z. Brett Gordon, Kings- 
tanding, B44 OSY, Mark Harris, 
Alresford, S024 9NJ; Alan Gold, 
Cumbernauld, G68 9EA 



OK, that's all folks! Before I go though can I remind you that we don't 
actually send prizes out from li'l old Ludlow, the software companies 
a'e the ones responsible if your prize is late. But I will help In any way 
l possibly can (well to a certain extent, anyway) so write to me If 
you're having problems . . . OLENYS POWELL, ZZAPI 64, PO BOX 
1 0, LUDLOW, SHROPSHIRE, SYS 1 DB, and I'll try and put things 
rlghL 

See you next month! 




PREVIEW 



COMING SOON TO A 
MONITOR NEAR YOU 



After their mild success with the 64 
conversion of Star Wars (which 
achieved an overall rating of 70% 
in ZZAP1 issue 33). Domark is set 
for the July release of its sequel, 
The Empire Strikes Back. 

Again, the Vektor Grafix team 
have set to, and are producing a 
conversion of the 3D arcade 
game. Naturally enough, the 
gameplay simulates the action of 
four scenes from the eponymous 
film. Level one recreates the heat 
of battle on the ice world of Hoth. 
where Imperial Probots have 
landed and are searching for the 
Rebels' defensive shield 
generator, In his snowspeeder. 
Luke Skywalker has to destroy as 
many of the Probots as possible, 
before the Rebel base is located 
and its position reported back to 



Darth Vader. 

Obviously, at least one Probot 
does manage to find the base, as 
stage two's occupation is to once 
again fly your snowspeeder across 
the snows of Hoth, this time 
destroying Imperial Walkers 
converging on the generator. The 
walkers come in two flavours, the 
swift bipedal AT-ST scout 
transports which can be 
destroyed with the speeder's 
blasters, and the cumbersome AT- 
AT quadrupeds. The AT-ATs are 
equipped with impenetrable 
armour, so the only way to bring 
them down is to fire one of a limited 
number of tow cables at their tegs, 
causing them to stumble into an 
exploding heap. 

While Luke departs to meet 
Yoda in the Dagobah system. Han 




▼ B^atingoffthoharriedattacksofTIE fight 
of tho Millenium Falcon 



from the flight deck 



5HIEUD5 



■r V - 



T Luke and Dack take on the Imperial walk era on tt>© snowy surface of Hoth 



A Flying between twin suns and beating off the forces of the 
despotic Salamander 



Soto, Princess Leia, Chewbacca 
and the droids make for the Rebel 
rendezvous point in the Milennium 
Falcon* Unfortunately, the 
Falcon's negative-axis power 
coupling is polarized, and so the 
rebels are unable to escape from 
the encroaching Imperial fleet into 
hyperspace. The player, as Han 
Solo, must use the Falcon's laser 
cannon to beat off the attentions 
of a swarm of pursuing TIE 
Fighters, and reduce tnem to 
clouds of phosphorescing dust. 

Surviving these perils, the 
Falcon enters a field of asteroids 
which hurtte towards the player, 
calling for evasive action as the 
Rebels attempt to dodge the rocks 
and take refuge in one of the larger 
asteroids. 

The Empire Strikes Back demo 
we've seen looks reasonably 



impressive though, like its 
forebear, it does seem to be 
plagued by those familiar vector* 
graphics -jerky-screen-update 
blues. Still, as we always say, 
you'll just have to wait for the 
review next month- 

Another coin-op conversion in 
the offing is that of Konami's hit 
shoot 'em up Salamander, soon to 
be released by Imagine. With a 
vast array of weaponry at his 
disposal, the player guides his tiny 
spacecraft between beautiful 
horizontally and vertically scrolling 
landscapes, dodging nuclear 
spiders and other terrifying (well. 
Paul thinks they're terrifying) laser- 
spitting demons. Our demo 
version included the marvellous 
twin suns sequence which has 
huge solar prominences leaping 
across the screen. The other 
features of the arcade game 
seemed to be very well 
accomplished and we look 
forward to having the finished 
copy of the game in for review next 
issue. 

The mammoth Manchester 
software conglomerate are also 
working on a conversion of 
another Konami coin - op . 
Typhoon. It's a strange blend of 
shoot *em up formats in which the 
player initially takes control of a 
missile-spewing jet in a 3D 
dogfight. He then transfers his 
piloting abilities to a landscape- 
blasting helicopter flying over 
vertically scrolling backdrops. 
Missile fodder isn t confined to the 
standard enemy air and ground 
combat forces- large alien mother 
ships also put in an appearance, 
making this an unusual and 
consequently very interesting 
game, the Commodore 
conversion Is in the capable hands 
of Zach Town send, who also 
brought you Platoon, so our hopes 
are high for a terrific product. 
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Finally, on the way from the US 
of A is 4x4 Off-Road Racing from 
Epyx . It's a 3D truck racer set over 
North America's most 
inhospitable terrains from snowy 
wastes through arid deserts to 
muddy swamps. Making optimum 
use of his financial resources, the 
player can choose his vehicle and 
customise it with suitable tyres, 
fuel tanks, winches and other pick- 
up truck goodies which should 
make the going easier over the 
roughest of ground. Of course, 
winning races means pri2e money, 
which goes towards the purchase 
of yet more road-racing 
paraphernalia such as tools, oil. 
maps and maybe even a six-pack 
(that's beer, not spark plugs). 
When shown the original American 
version ot the game, the ZZAP! 
lads came away mildly impressed, 
and we expect fans of the genre 
will feel the same when the game 
is released in the UK, sometime 
nearer Christmas. 

< Witness the deadly beauty 
of the solar prominences 
on level three 
ot Salamander 



▼ The Typhoon plummets through the cJoudscape, destroying all In 
its path (hopefully) 








A Getting ready to put the pedal to the metal In 4X4 Off Road Racing 

▼ In the custom shop where you can kit out your ptek-up truck for 
some rough road racln' 







TRUCK OUER HEATING 



PARTS HEEDED - 
1 - COOLANT 



1 1 2 ZZAP! 64 August 1 988 





RACTIONS 



APPEARING AT A 
NEWSAGENT NEAR YOU 
FOR THIRTY DAYS: THE 
GROWTH HORMONE 
SPECIAL 

PG'S TIPS 



Paul overdoses on steroids, with the result that he stays 
the same size but the tips expand to a mammoth pull-out 
special with more maps than the Ordnance Survey, more 
tips than a race course tout, and more POKEs than . . . 
ahem, yes.. 

ALSO APPEARING . . . 
__THE HARLEQUIN _ 



Old Harley takes a nip from a potion labelled ' DRINK ME , 
and watches the adventure section grow a new appen- 
dage - a map section! 

MANOEUVRES 

In a tense moment, Philippa Irving imbibes a wee dram of 
Baby Bio and stands back as her despatches increase in 
size. (Remember kids, Philippa is a rough, tough soldiery 
type who is able to stand the influence of such substances, 
so please don't try this at home.) 



I I I 

AND IN SUPPORT . . . 

_ THE ZZAP! CHALLENGE _ 

Big Gordy , unbeaten in joystick combat, picks up the gauntlet and girds 
his sizeable loins for another battle of wills with a daring reader. Will he 
bring home the bacon, or just end up with egg on his face? Or will he finish 
his breakfast and actually come into work on the appointed date? Why 
are we asking you anyway? 

BIG, FAT AND HAIRY 
COMPETITIONS 



With small, cute and cuddly prizes. 



AND OF COURSE . . . 

The usual banana boat full of the latest reviews, news and 
previews, including System 3's Lasf Ninja II, Gremlin's 
Blood Brothers and T-Wrecks, Microprose's Red Storm 
Rising and (at last), US Gold's Road Blasters. 



SO DON'T MISS OUT ON THE FUN! 
COUNT THE DAYS TILL AUGUST 
11TH AND KEEP £1.25 STOWED SAFELY 
FOR YOUR JOURNEY TO THE NEWSAGENTS, 
WHERE ISSUE 41 OF ZZAP! WILL BE WAITING 

-SEE YOU THEN! 
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INTERNATIONAL FOOTS AH 







GRANDS LAM 




ATARI ST + 
AMIGA £19.95 



AVAILABLE FROM JUNE ONWARDS £8.95 



CBM CASS £9.95 
CBM DISK £14.95 



AMS CASS £8.95 
AMSDISK £14.95 



Ed*** 



Write now for your copy of 
PETER BEARDSLEY'S 
INTERNATIONAL FOOTBALL 

Post and Packaging FREE ! to:- 
Grandslam Entertainments, Units 1 & 2, 
Conlon Developments, Watery Lane, 
Darwen, Lancashire. BB3 2ET 



SPECTRUM £8.95 
MSX £8.95 



